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Password lo enter Arem Gf trom d 
CLUE, No flower ureih a mer 
de he one that vou cam vat 
To we things you ve no seen before 
Trace te sign upon the dose 
witha hand that «ded betore 
SOLUTION: The flower ita sunflower. Trace a ide 
the san) upon the door ther wth one 
ofthe crawling claws found in Arra Fr 
‘with the Rand of any character who ban 
been raised fron the dead. reincarnated 
armor 


Password to ener Atem Glos trom G2 

CLUE Like a kirg in the Land o the Wind 
So mtr through my gate 
And d yos would tr 
Ín your pocket. carry a war 

SOLUTION: The complete saying i. e the and of 
the blind the one-eyed man hing” The 
solani to emer tht room wth one 
eye closed. In addition. the character 
ms carry a drawing of a ar One way 
of sacatying tha condition wouid be 
use one of the war char m Rosen 2 od 
‘Area H Bot at the Dis discretion. a 
hand-drawn sar wili do 


Password to enter Areas Ga from Ca 
[rs Pres upon my wood ita ips 
An TI become your handsome prince 
T take you to a place thata new 
H you eater as overs do 
SOLUTION: Thelipt of a try —vither a real frog or 
the suani impa in Area M in ther ara 
srmn ment touh the doce Emering a 
lovers do” refera lo Ube Lact thse ; 
character pamang theougé ths door 1 
must hold lande as they erona the 
threshold (a singe character a 
. 
condthon cd, 
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The Dancing Hat of 
Baba Yaga 


by Lisa Smedman 


The Dancing Hut of Baba Yaga is an adventure 
designed to challenge high-level player charac- 
ters (PCS). u has been structured for levels 7 
through 20 and can be played with a variety of 
character classes. Characters below level 7 should 
not go adventuring in this module. 

"The adventure pits the PCs in a battle of wits 
against Baba Yaga-an ancient and powerful sor 
‘ceress-and against the extremely powerful, semi- 
sentient artifact she has created: her “dancing 
hut.” It contains a mixture of problem-solving, 
combat, tricks and traps, and role-playing, 

While higher-level characters might be 
tempted to try to kil Baba Yaga and steal her hut 
this is not the focus of the adventure. Instead, 
Baba Yaga is intended as a nonplayer chara 
(NPC) who can have a recurring role in a cam- 
Poign. 

The adventure is broken down into four 
parts. The first section, Story Background, gives 
the history of Baba Yaga-both as she is described 
in Russian folklore and in AD&D* campaign 
po 

The second section, Adventuring Inside the 
Hut, gives general information on how the hut 
changes from world to world-and how magicis 
warped within the hut and what effect this will 
have on 

‘The third section, The Deadly Dance, is the 
actual adventure. In it, the huts exterior and each 
of its 36 interior areas are mapped and described. 
This section opens with a number of "hooks" that 
the Dungeon Master (DM) can use to ent 
PCs into the hut 
future Baba Yaga encounters 

The fourth section, Baba Yaga, contains the 
statisties needed to run Baba Yaga as an NPC. 

Because this adventure makes heavy use of 
spells and magical items from the Tome of Magic, 
it is recommended that the DM have a copy of 
this book. 

Jn Russian folklore, Baba Yaga was a powe 
1 “ogre” (a generic Russian term for an evil 
female wizard, rather than the AD&D game mon- 
ster) who traveled about the countryside in a y- 


ing cauldron, searching for human victims to 
‘cook in her oven. She used a magical broom to 
‘sweep away all traces of her passage, and lived in 
a peculiar hut that stood on two giant bird legs. 

"The folktales describe Baba Yaga as a with 

cred hag, with a long nose, messy hale, and false 

eth forged of iron. She was so thin that she 
‘camed the derogatory title “Bony Legs." She hob- 
bled around her hut on squeaky shoes, and h 
eyes flashed with a keen intelligence. 

‘Baba Yaga had a number of fantastic magical 
powers. She could cause thunder to grumble or. 
the winds to howl, could command the sun (0 
rise and to set, and could detecta person's nation- 
ality by sniffing him. Inside her hut was a foun- 
thin that contained the 


as, and a vast horde 
‘of precious metals. When there was house 

to be done, she summoned a pair of flo 
hands to tidy up. 

‘At times, Baba Yaga acted in a benevolent 
fashion, rewarding with magical gifts the young 
girls who were sent to her as servants. But she 
also had a more fearsome aspect, Baba Yaga, it 
s said, accompanied Death as he made his 
rounds, greedily devouring the spirits of those 
whom Death dispatched 

sorceress ("Baba means “old") 
the questions of those who came 
to petition her, but paid a price for doing so-each 
question made her age one year. “Your endless 
‘questions make my old bones ache,” she would 
complain 

There are hint that the petitioner also paid a 
price. In Baba Yaga's own words, "People who 
now too much grow old before their time.” 


Baba Yaga's Quest 


In the AD&D multiverse, the hut of Baba Yaga 
travels from one world to the next, “dancing” 
(plane shifting) its way through the planes. From 
her control room deep within its core, Baba Yaga 
directs the hut to areas where she can collect 
magical items to add to her trove of treasures. 


——— 


Although Baba Yaga is one of the most pow- 
erful wizards in existence, she has not yet suc- 
ceeded in her most ambitious goal-immortality. 
While she has perfected a number of spells and 
magical devices that can either prolong her life or 
snatch her back from Deaths icy grip, she still 
fears that, one day, one of these might f 

For several years now, Baba Yaga has accom- 
panied the minions of Death-minor beings who 
Conduct Death's business on the Prime Material. 
Plane. She has learned fom them the art of feed- 
ing upon thes 
ing them in a magical process that transfers the 
energy of life into sustenance for herself (for 
details, see the description of Baba Yaga at the 
tend ofthis book) 

Baba Yaga has recently captured several of. 
these Minor Deaths, and hopes to use them as 
Ture to capture Death itself. Once she has cap- 
tured Death, Baba Yaga plans 
{that Death will never come to claim hr. 

In practice for this ambitious plan, Baba Yoga. 
has tested her trap on a number of other arche- 
types- personification of those primal energies 
{hat priests call forces. She has already captured 
and released an entire trilogy of forces: Light, 
Darkness, and Twilight. As ransom, Baba Yaga 
has gained the power to call upon any of thee st 
will. She now has complete control over the dura- 
tion of daylight and darkness on any of the 
worlds she visits, and can control the arrival of. 
dawn and dusk on any of the worlds her hut 
inhabits. She can extend daylight when searching 
for something, or draw down darkness when she 
needs to conceal her actions. 


The Companions of Death 


The Complete Priest's Handbook describes hose dif 
ferent powers a priest can worship and draw 
magical powers from: a god, a force, or a philoso- 
Phy: A force is described as a mystical power that 
Strongly affects the world, but which probably 
doesn't have a mind. 

For the purposes of this adventure, it is not 


important what these forces are. A force could be 
more powerful than a deity-and several gods 
might draw their own powers from these forces. 
‘The reverse might also be true; several gods might 
work together to create and maintain the force In 
any case it is assumed that a force can assume a 
Physical fom, similar to a deity s avatar. 

‘One of the most powerful forces is Death, 
whose avatar is a hooded, skeletal figure, When 
in avatar form, Death rides a “pale” or greenish- 
yellow horse. Death does not appear in this 
Adventure, but the DM may choose to have it 
make an appearance at a later point ifthe sugges- 
tions found in the Concluding the Adventure 
section are used. 

The three lesser forces that appear in this 
adventure are Light, Darkness, and Twilight. 
During this adventure, the PCs may occasionally 

impse the avatars of these three forces (a white 
Knight mounted on a white horse; a black knight 
ona black horse: and a red knight on a red horse 

"The avatars that Death makes use of 
‘known as Minor Deaths, their task is to dispatch 
hose whom Death wants to claim permanently. 
Death is not all powerful, and sometimes loses a 
victim as a result of a rase dend, resurrection ot 
‘reincarnation spell; however, any creature slain by 
3 Minor Death is permanently destroyed (no 
mortal can interfere where death itself takes an 
active hand). 

While there can be literally thousands of. 
Minor Deaths on any given world they are fairly 
‘weak creatures (see description page 28). 

Note: If this adventure takes place in a cam- 
paign world with a well-defined and rigid cos- 
mology, the DM can alter the descriptions of the 
forces accordingly. Instead of using forces, the 
DM should use the gods of death, darkness or 
night, light or sun, and dawn. Wherever a 
description of a “ghostly horseman” appears, the 
DM should substitute a description of a ghostly 
image of the appropriate deity. The DM might 
also wish to change Area G4 (the stables) of the 
hut to something more appropriate for those 
gods’ forms of conveyance. 


Adventuring Inside the Hut 


The Hut's Changing Appearance 


Baba Yaga’s hut has been described a number of 
times in previous TSR products In the 1976 
DUNGEONS & Dracons® supplement Eldritch Wiz- 
andry, it was described as a hovel, 10 to 15 fet in 
diameter, with an interior that was larger by a 
tor of 10 (100-150 feet). It conveyed upon its mis- 
{ress the unusual property of being impervious to 
metal, which passed through her without effect 
DUNGION MAST 
the hut is described as being just 10 feet 
containing within it some 30 rooms on. 
rate floors. The guide gave the DM the 
“option of choosing between dozens of different 
powers, malevolent effects, and side effects for 
ihis artifact 
in Dracos” Magazine Issue 83, the hut com- 
tained dozens of rooms, gro 


Wherever the hut stood, wildii 

radius fled from it, A gate made 

magical skulls surrounded it. 
"The hut itself was non-sentient, bu 


hada 
pre-programmed defensive “reflexes.” Is 


r 

actions and movements were controlled by Baba 
rom a control room deep within 

To ts extraplanar construction, 


rior. Du 
«could both plane shift and teleport 
In the AD&D 2nd Edition Book of Artifacts, 


was described as “quasialive.” It could 
E r, sharing its observations telepati 
ally with its master sin 
Than 30 rooms; within them, only Baba Yaga 
could use summoning, interdimensional travel, 
‘oF teleportation spells, 

‘Over the years, the hut was sometimes 
described as circular, other times as hexa 
Bach description gave slightly 
for the huts legs, as well as different movement 
rates, attack statistics, and regeneration rates. 
Likewise, the distance over which the hut could 
be summoned varied, as did the command phrase 
used to enter it 

Baba Yaga herself has also been described in 


more than one TSR product. One of the earliest 
descriptions can be found in DRACON Magazine 
ach time, her powers and attributes 


Why the Changes Occur 


The hut is a powerful artifact, created ages ago by 
Baba Yaga-one of the most powerful wizards of all 
time. This ancient erone built her home so that it 
was dimensionally folded; higher levels of the hut 
occupy the same threeimensional space as lower. 
leves The result is an artifact whose interior com- 
prises a discrete demiplane. Due to this unique 
form of construction, the hut only partially touches 
upon the known planes of existence. 

Because the laws governing magic in a demi- 
plane are determined by the creator of that demi- 
plane (in this case, Baba Yaga), the hut is 
Īmpervious to a number of mundane attacks and 

effcis Within its walls, magicis warped 
ina number of unusual ways. (Sce the sections 
Magical Immunities of the Hut, and Magic 
Inside the Hut) 

ach time the hut enters a diffrent world its 
exterior undergoes subtle changes. This is why iis 
general appearance and attributes ae slightly 
ferent in each campaign world. 

At the same time that the hut changes, Habs 
‘Yaga herself undergoes minor changes. While her 
basie appearance and general 
the same, she experiences sight al 
powers from one world tothe nent 

Tisha Yaga is aware of these changes, and is 
always careful to shift her hut only to those 
worlds where the changes will work to her 
advantage. There are some worlds Baba Yaga 
refuses tov 


ions in her. 


Layout of the Hut's interior 

Because the interior of Baba Yoge's hut is dimer 
sionally folded, its layout is dramatically recon- 
Figured each time the hut enters a different world 
This change is instantaneous. The number of 
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rooms changes, as does their size and shape, as 
the hurs interior conforms toa pattern based on 
a different geometrie figure. At the same time, the 
contents of the hut automatically rearrange them- 
Selves to suit the new layout. The only constantis 
that the interior walls, which are made of stone, 
says remain five feet thick. 

During a rearrangement, some inanimate 
objects disappear, while others manifest them- 
selves. Creatures that have taken up permanent 

idence inside the hut are also altered. Crea- 
tures or characters who are merely visiting the 
hut when it steps into another plane, howe 
remain the same. They simply find themselves in 
ew surroundings of a similar nature (for exam- 
ple, if they were confined in cells before, they are 
Still confined in cells-but their prison has a 
slightly different shape) 

Fortunately for Baba Yaga, her memory of 
the Huts interior changes at le that 
the layout changes. She instantly knows all 
room shapes and sizes, t n of all con- 
necting doorwa passages, and any 
magical properties or abilities that the hut has 
gained or lost 

'Note: Itis not recommended that Baba Yaga's 
hut step into another world while the PCs are 
inside t since this will require the DM to com- 
pletely redraft the interior! 

"The interior of Baba Yaga's hut always con- 
figures itself around a precise geometrie shape. In 
some worlds, it takes the form of a tesseract (a 
Tour dimensional figure composed of eight no 
mal cubes joined along their faces) and has 48 
areas; ach "area" can be composed of several 
rooms In other worlds, it takes the form of a 
four dimensional sphere with 30 areas. 

In this adventure, the hut’ interior is config- 
ured in a series of equilateral triangles nested 
together in groups that share the same three- 

ilar to a geometric fractal. 
re ane a total of 36 areas on 


is on Level 3). Level 1 should 
prove a survivable challenge for PCs of levels as 


low a5 7-12; PCs of levels 13-17 can venture into 
the more dangerous territory of Level 2 Level 3 
should be attempted only by PCs of levels 18-20. 


Mapping 

Because the hut is dimensionally folded, map- 
ping is difficult; the areas will not fit together 
Properly if mapped on a single sheet of graph 


For this reason, each area in this module is 
mapped separately. A letter beside a door or por- 
tal indicates the areas) that it leads to. 

Diagram 1: Areas of the Hut (found on the 
inside front cover) provides a visual representation 
‘of how the areas relate to one another. Any two 
‘reas that share a common boundary are connected 
by doors or portals some of them concealed) 

Level 1 includes Areas A-P. Level 2 is made 
up of four "quadrant" (Fl-4, GI Hil, M141) 
‘each of which contains four 
includes Aras Gd 

'h of the higher levels has been dimen- 
sionilyfolied o excupy the sme thee diman- 
sional space as the level(s) "below" it, T 
access to these higher levels, the PCs mus 
lise a specific combination of knocks (to enter 
Level 2) or must use a “password” (to enter 
Level). 


Entering Level 2 


Fach quadrant (a group of four rooms with the 
) on Level 2 is entered by 
fierent combination of knocks. One com- 
bination of knocks opens a passage to Areas fi l 
another combination is used to open a passage to 
G14, a third opens the way to Hi-4, and a four 
to MIA. Here's an example of how it works: 
Normally, a character leaving Area B would 
only be able to enter another Level 1 area-Area C 
for Area F But ithe correct sequence of knocks is 
‘used, the character can use the door that nor- 
mally leads to Area F to instead enter Areas FL. 
‘The area to which the door leads is randomly 
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determined by rolling 1a. 

"Suppose the charac 
From here, she may p 
areas in the quadrant (FI, F3, or FB). As soon as 
She leaves the quadrant, however, she returns to 
Level I-unless she knows the correct combina- 
tion of knocks to access the adjacent quadrant on 
Level 2. 

T, for example, she knows the combination 
of knocks that gives access to Areas GI- from 
‘Arca F she can pass from the F1-4 quadrant to the 
G1- quadrant by using an appropriate door (or 
‘example, from Area F3 to Area GI). 

Note: Characters stepping from one quad- 
ranton Level 2 to another do not enter a ran- 
domly determined area. A door leads to a 
randomly determined arca within a quadrant 
‘only when a creature is entering Level 2 from 
evel 1. 

There is only one combination of knocks per 
iadrant of areas, but the sequence of knocks 
thin this combination is changed, depending 


Towing combi 
from Area E; and 5/4/3 from Area G. The DM 
should encourage players to knock on the table 
‘when trying combination 


Entering Level 3 


Level 3 can only be entered from Areas 

by a character who uses the appropri: 
word" (performs a specifi series of actions) while 
passing through a door that normally leads to Area 
Ga. K's not possible to enter Level 3 from Level I. 

Those using a door leading to Level 3 from 
Level 2 will find that it leads to an area that is 
determined randomly. (Rolla 1d3: 1=Area G 

Atea Gab; 3=Area G3c) These three areas are 
interconnected, and form the trap that Baba Yaga 
hopes to use against Death. Each has a secret 
door leading to the central control room (Area 
G34). The control room can not be entered from 
Level 20e from Level 1 


A character leaving any of the outer rooms 
‘on Level 3 (Gio, Gab, or GX) automatically steps 
back down to the adjoining area on Level 2 (for 
example, character in G3e exits either into either 
Gor Gi, depending upon which door is used). 


Magical Immunities of the Hut 


‘Baba Yaga’s hot has a numberof intrinsic immur 
nities to magic. The hut as a whole is impervious 
to all magical attack forms, whether by spell, 
psionic power, or magical item. 

"The only magical items that could con 

the hut (except its legs, which 

y damaged by magical 
spell) are a sphere of mnihlation, an extaspower 
ul dimensional mine, or a disintegration chamber 
lange enough to encompass the entire hut 

‘Should someone attempt to use any of these 
magical tems against the ul it either moves away. 
from them at the greatest speed possible or pla 
shifts to another world. Even if unable o escape, 
e hut can sil attempt a saving throw vs spells as 
a 25th-level wizard. If the hut fails the saving 
row itis destroyed. The resulting implosion teans 
a hole in space, leaving a gaping portal (about the 
Same size asthe hut) that opens directly onto the 
Astral Plane. This opening closes after lat days. I 
the save succede, the hut is unharmed. 


Magical Resistances 


All materials that are integral to the hut's 
in (such as floors, walls, cei 

indows) radiate a strong magical aura 

is to the following spells: age 

object, dispel magic, enchant an item, enlarge, 

lasser, limited wish, meld ino stone, passawall, 

phase door, soften, spike stones, lone shape, stone 

To flesh, transmule metal lo ood, turn wool, and 
‘wish, and to the psionic powers disinteg 
molecular agitation, and molecular re 

"They are also completely unaffected by the 

following magical items: mattock of the titans; mail 


mpe- 


Adventuring Inside the Hut 


ofthe titans; rod of cancellation; 
Tand of size alteration. 
1n addition, the huts structural components 
con subvert a number of spells. Anyone trying to 
force a portion of the hut to serve as an alarm or 
make noise (for example, by using the spells 
floors) finds that it has a "mind of its own” an 
an produce these sounds in random fashion. 
mark one of the hus surfaces mag- 
ple, withthe spells wizard mark, 


cond of negation: 


eh (or ex 
glyph of warding, or symbol) finds that the marks. 


fisappear and Become ineffective as soon as they 
are inscribed. Surfaces ean, however, be marked 
by mundane means-with nonmagical chalk or 
paint, for example. 

aba Yaga, however, can use her magie to 
mark the walls. These markings, since they are 
mot an integral part f Ihe hut, can be dispensed 
Wilh in the usual ways (for example, with erase or 
ip magic spell 

Note: All furnishings, portable objects, and. 
non-structural magical items within the hot do 
hot share the hut's immunities. They can be 

fected by spells, psionics, and magical 


Spell Stealing, 


"The hut’s structural components also can take 
control of the following spells: crushing walls; 
Laure Back tentacles, Maximi 

sone shape; tentacle ls transmute rc to mad. IÉ 
any of these spells are cast on one of the hat's sur- 
faces, the hut can choose to stone the spell energy 
amd use it against the intruders. Fortunately, this 
ability is not transferable from one area of the hut 
to another; the spell can be manifested only 
‘within the area in which it was castalbet within 
any room of that area. 

The hut effectively “memorizes” the spell, 
which it can “cast” without having to resort to 
Verbal, somatic or material components (which 
Were provided by the wizard or priest when the 
spell was first cast). The spell remains in the huts 
memory for up to 2t hours. 


Lies and Half-Truths. 


Finally the bers semi-s entient status conveys 
‘upon it the ability to lie, Should it be subjected to 
the spells identify or slone tell, the only true answer. 
it will give is its name: "the dancing hut of Baba 
Yoga" The DM is free to fabricate es or uit eule 
for any other questions the hut is asked. 


‘Magic Inside the Hut 


Because this adventure takes place within a pow- 
erful magical artifact, spells and magical items do 
not have their usual results when cast or used 
inside the hut. 


General Limitations 


cause of the dimensional folding used in its con- 
iruction, no magical spell psionic power 

ie eflect produced by a magical item wili fu 
beyond the range of a single area-even if the areas 
are within the same quadrant. For example, 
Spell cast from Area A to Area B (or from Area FL 
to Area F2, or from Arca Gla to Gb) disappears 
inio another dimension as it passes through à con- 
necting doorway or portal, and is wasted. The 
‘Same thing happens toa spell cast from the interior 
f the hut to the exterior (or vice versa). A spell 
‘nay, however, be cast from one room to another, 
ong as both rooms ane within a single area. 

‘Within tl gie affects only the area in 
which it is cast. Spells or magical effects that filla 
Volume of space expand to the limit of the space 
ial in an area; the rest seeps off into another 
dimension. Spells that produce a wall or sphere 
Sre even more limited. The wall or sphere can 
expand no further than the limits of a particular 
Toom; it does not expand into or through the 
alls of the hut itself. 

“There are two exceptions to this rule: 

VE magic is cast directly upon a creature or 
object, the magical effect can move with the crea: 
ture or object from one area to the next. A char 

invisible, for cxample, maintains this 
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invisibility while passing from Area A to Area D. 

"The second exception is that Baba Yaga can 
cast magic from one area to the next. Because the 
hut is attuned to her magic, her spells are not lim- 
ited toa single area and may pass through door- 
ways or portals with ease. She is not able, 
however, to usc magical items in this fashion; the 
feci ofa magical tem-even one in Baba Yaga's 
onds-are still limited toa single are. 


Teleportation 


Itis possible to floor or blink within the hut, but 
only within a single arca (for example, from one 
Toom in an area to another, or one part of a room 
o another). Spells that allow other forms of tele- 
portation (such as dimension door, transport via 
Pants, or sans) are similarly limited. 

So that she and her most trusted minions 
might teleport from one area to another inside the 
hut, Baba Yaga has constructed five magical 
‘dimensional keys” that make this possible, Each 
looks like a bronzed chieken's foot, and allows 

person carrying it to teleport without restric 
tion within the hut, Each key has been treated 
wih à reversed Nystul’s magical aura spell to give 

ppenrance of a non-magical trinket. This 

“unique spell has been created by Baba Yaga and 

contained in one of her spell books. If the DM 

wishes, it may be written up and made available 
to the PCs. 

"Baba Yaga wears one of these keys on a thong 
around her wrist. The other four have been 
entrusted to the pit fiends in Area GI, who can 
eleport in to any area to deal harshly with thieves 
and vandals. 

Should one of the keys fall into the wrong 
hands (and should Baba Yaga become aware of 
this) she will send one of these pit fiends 
recover it. If there are no pit fiends left, she will 
Send a clay golem from Area D ora quasit imp 
from Area M. 

"A PC using one ofthe keys must have ot least 
‘viewed the area he wishes to travel tor if the PC 
leporis to an unknown destination, the spell 


backfires, with one of the results described in the 
"Dimensional Disasters” section. The key does 
not allow its holder to escape the hut or access. 
Shot plane-onl to move freely between areas 


Planar Contact 


Baba Yaga has constructed the hut so that erea 
tures inside it cannot contact any of the known 
planes of existence-including the Prime Material 
Piane that exists just outside its door. Creatures. 
‘or objects from another plane can neither be sum- 
moned nor banished. 

"The following spells have no effect when 
used within the hut-even by Baba Yaga 
ferseli-except in those areas that are specifically 
Stated tobe in contact with a particular plane, or 
‘where the creature the caster Is attempting to 
‘Summon occupies another room within the same 
rea (in which case the creature is merely st 
moned from one room to another). 


Wizard spells: astral spell banishment; conjure 
animals; conjure elemental; conjure spell compo- 
‘nent, demi sbndose monsters; dismissal; dispel evil; 
distance distortion; Dratemij's instant summons; 
‘nergy drain; ensnarement; estate transference: find 
familiar: gate; Hornung's random dispatcher; 
imprisonment; intensify summoning; invisible 
Stalker; Khazid’s procurement; Leomund's secret 
‘chest; major cretion; minor creation; monster sum- 
moning I-VI; mount; prismatic sphere, prismatic 
Spray and prismatic wall (violet layer cannot 
Send creatures to another plane); rope trick; 
Shades; shadowent; shadow form; shadow magics 
‘Shadows monsters; shadow walk; summon lycan- 
"rope; summon shadow; summon swarm; vanish 
(no ink to Ethereal Plane); vision. 


Priest spells: acral servant; abjure; animal hordes 
animal summoning HI astral speil; astral windows 
all ieodiand beings; chariot of Sustarre; conjure 
‘Simals: conjure ath elemental conjure fire elemen: 
Šal; contact other plane; creeping doom; dispel evil; 
ust deci elemental soar ethereal gate; holy 
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word; insect plague; join with astral traveler mind 
Tea, mind tracker; planar quest; plane shift; shadow 
engines; speak with astral traveler; stalker; succor; 
Summon insects; undead plague; ard matrix; wolf 
spirits; word of recall. 


Psionie powers: astral projection; banishment 
dream travel; probability trave; summon planar 
creature, 


Magical items 
mot function or have i 
Tack of planar connections with which to sum- 
‘amulet of the planes; bot com 
manding water elementals; brazier commanding fire 
lemenlals brazier of sleep smote; censer controlling 
dir elementals; cubic gate; deck of many things 
(void, flames and skull cards go temporarily 
blank while inside hut); elemental compass; horn 
of the tritons: horn of Valhalla; mirror of mental 
Prowess (portal ability los er 
mail of eee ring f 
imi summoning: ring of elemental command 
(quasi abe of stars, red of passage 
(Gam only teleport within rooms in a single area); 
‘staff of the elementals (passa! ability lst); staff of 
the magi uss! and plene travel abilities lost; 
stone of controlling earth elementals; cord of the 
planes (functions as +1 weapon, except when 
used against opponents from inner or outer 
Planes): talisman of pure geo; talisman of timate 
Foil Trina’ catalogue of outer Plane artifacts; 
{want of conjuration; tomad of wonder. 
Note: Powers are lost only while inside the hut 
and return when object is again outside the hut or 
When it is in an area with a connection to the 
appropriate plane. Al properties that do not rely 
upon planar contact continue to function nor- 
mally inside the 


Contact with Deities 


Baba Yaga's hut is an especially dangerous place 
for priests (including clerics and druids). These 
characters are cut off from contact with their 


ities. While inside the hut, they are unable to 
Use the following spells: auguri; commune; com- 
mune eth nature; consequence divination; din 
inspiration; draw upon oly might; genius; spirit of 
ene. 

Tn addition, the priest carries into the hut only 
that divine energy that is already stored within her 
body: She can use only those spells she has already 
memorized; while inside the hut, her prayers to 
Ihave her spells restored never ach the ears of her 
deity The priest is cut off from contact with the 
‘deity’ plane of existence; only by exiting the hut 
r entering an area with connections to the appro- 

c outer plane can she make contact with the 
d memorize mone spells. 

Torno not ali inks with pre's dehy 
are severed, and the priest also carries a trace 
dic ereta wii her body A cleni sty 
to turn undead continues to function. Likewise, 
granted powers of priests and druids continue to 
function. 

Holy symbols, suffused as they are with. 
divine energy, continue to function normally. 

ble chunks of. 
divine energy (such as a candle of invocation, or 
Incense of meditation) also continue to function. 
normally. 


pe 


Dimensional Disasters 
Because of its dimensional folding, Baba Yaga’s 
ot reacts violently to spells, psionic powers, and 
magical items sional space: It 


appear inside 

"Those spells that tr 
hut include: dimensional folding; extradimen- 
sional manipulation; xtradimensional pocket; 
inplosion/ inversion; Leomund’s secure shelter; 
maze, Mordenksinen's magnificent mansion; physi- 
cal mirror, seclusion; spaccioarp; transformation, 
ard matris. 

"The psionic powers dimensional door and 
dimension walk also trigger a reaction when 
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used inside the hut. 
"Those magical items that trigger a reaction 
from the hut include: Daera's instant fortress: 
portable hoe, wand of prime material pocket; arp 
mare; wel of many word 
Ifthe PCs attempt to use any of the above, 
the effects are disastrous. Roll di 


1. One of the user's arms is permanently stuck 
in another dimension. The character can still 
feel his arm, but it cannot be touched or 
used. It appears to have been neatly severed 
above the elbow; blood can be seen flowing. 
in and out ofthe part that occupies the other 

m can later be returned 10 


dan pocket 
If a magical item trig 
tem collapses into a two-dimensional object. 
It has width and breadth but no depth, and 
con no longer be used in this dimension. It 
an later be restored by means ofa reversed 
denn spell 
fa spell is Boing used, the spell simply 
does not work. At the moment the spell nor 
mally would have taken effect, one of the 
user's magical items (DM's choice) becomes 
two-dimensional, as described above 
An explosion tears a small hole in the fabric 
‘of space-time. If this effect was caused by a 
magical item, the item disintegrates. Al of 
those within a 20-oot radius of the magical 
item or the impact area of the spell (or of the 
coser if the range is zero) suffer 1046 points 
burn damage as radiance pours out of the 
Positive Energy Plane in a brilliant flash of 
In addition, all those within 10 feet are 
146 rounds. The hole forms (and 
eif) instantaneously. 
‘The user's mind temporarily enters a higher 
dimension. The user mast save vs. paralyza- 
tion with a -6 penalty or be driven Insane. 
"The insanity can be curd by psychie surgery, 
or by a heal spell- 


Another magical item that poses a danger is a 
horn of collapsing. If this horn is sounded inside 
the walis, the hut must attempt a saving throw 
vs spells as a 25th-level wizard. A successful roll 
means there is no effect. U the rol fails, however, 
the ceiling does not collapse. Instead, a small hole 
is torn in the fabric of space-time. All of those 
Within a 20-oot radius of the horn suffr damage 
as pereffoct 3, above. 


Spying and Scrying 

From her control room at the conter of the hut, 
Baba Yaga con spy upon the yard surround 

Tat and he rooms inside hc Hut She dacs hs by 
means of a series of trans-dimensional srying 
lys hat can transmi sights sounds, and mel 

The y» manifest 
themselves in this dimen ety of dif- 
ferent forms- mirrors, crystals, fonts of water, 
and eyes in statues, tapestries or paintings 
‘These can be put out of commission only by 
magical means (for example by the spells disin- 
egre or dispel magi, or By a and of negation 
‘oro of cancelation, 

lih seing rays in an area are put out of 
commission, Bab Yaga suffers 1410 pois of dam- 
.... Destroying all 
ile scrying an ina ama renders one of he mi 
tors in dhe control room blank for 24 oun. 

Visitors can avoid Baba Yaga's scrutiny by 
using the spell false vision, mind blank, Mor. 
"liners pricate sanctam, non detection, teuer 
for sereen, or by more creative means, such as 
enveloping one of the relays in a darkness 15 
adus ope, An aule of proef agas detection 
sd icio i abo useful. 

Most areas of the hut contain serving 
relays Each time the PCs enter onc of these 
{reas thee is a chance that Baba Yoga will be 
monitoring its srying relays from her control 
oom (60% for Level 1; 73% for Level 2 90% for 
Level 3). If so, she notes the PCs' actions, con- 
versations, and alignments (through her sense 
of smell ce page 62) 


10 
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The PCs have the same chance of noticing 
that they are the subjects of this scrying as are 
listed under the description for a crystal ball (in 
the Duxcron Master Guide). Noticing that they 
are being spied upon only gives the PCs a sense 


diately pinpoint the relay. Instead, the 
DM should say that the sense of being watched 
Inereases as the PC moves in the general direction 
ofthe relay. 

Using the spell detect serving automatically 
pinpoints the relay. 


Attempts by PCs to Spy or Sery 


Due to the hut’ exi onstruction, 
itis impossible to use magical means to se inside 
It from the outside (or vice versa) It is als 
Impossible to magically sry or send messages 
from one area to the next (although itis possible 
lo do so fom one room to the next within a par- 
ticular area). The following spells and magical 
Hem aro limited toa single area. 


Wizard spells ctairandioner; clairsvyance; demand; 
divining rod; dreame; ESP; hovering skull locate erea- 
Jure; locate object; magie mirror; Rary s telepathic 
ul reflecting povl; sending; whispering wind; wi- 
ard eye (eye disappears into another dimension 
and is lost if it passes through a doorway or por- 
{al from one area to another; it then no longer 
transmits information). 


Priest spells: find he path; now direction; locate 
animals or plants; locate object; magie font. 


Psionie powers: cairautione; chirzoyance; know 
direction; knoe location: spirit sense, 


Magical tems rst cry Juss lll (user 
is no longer under the influence of beings from 
another plane wike inside the hat etim of ase 
TT 
Se throug any ofthe walls of the hut). 


Starting the Adventure 


Whon Baba Yaga arrives on a world she typically 
sets her hut down in a secluded clearing in a 
dense forest. The first sign of her arrival (for 
those close enough to observe it) is a wave of ani 
mals that emerge from the forest like wildlife 
fiecing a forest fre, All animals (who are much 
more sensitive to Baba Yoga's fear aura than intel- 
igent creatures) within a five-mile radius of the 
hat le in terror. 

The next signs of Baba Yaga’s arrival can be 
seen over greater distances, As she travels in her 
‘cauldron, thunder grumbles in a clear sky Trees 
‘rash over in the forest, but the forest appears nor 
mal to anyone who investigates the source of th 
disruption. (Se the description of Baba Yoga mag 
eal cauldron and broom on page 6 for detail) 

Finally, weird things start happening to ti 
One day might be unnaturally long, the next 
incredibly short The sun might rise wice in asin 
gle hou period, or night might stretch on for 36 
ours Esch timme the sun rises or sets at an unusual 
hou, people catch glimpses of a ghostly red horse- 
man. Each time day suddenly appears or night 
suddenly descends (without a sunrise or sunset) a 
ghost white or black horseman is spotted. 

"These strange happenings should whet the 
curiosity ofthe PCs. To lure them lo the hut, the 
DM can use any (or all) of the following scenarios: 


^ The area's inhabitants ask the PCs to look 
into the strange warping of time. The people 
‘are terrified that the world is coming to an 
‘end and that the gods have forsaken them. 
(his works especially well if a significant 
calendar event-a festival day, change of sea- 
‘son, or major anniversary-is approaching.) 
‘The PCs” only clues are the sightings of the 
ghostly horsemen, which are most frequent 
în an isolated forest region. Ether by ques- 
tioning the forests few inhabitants or by fol- 
owing the horsemen, the PCs are led to Baba 
Yaga’s hut. Their task i to persuade Baba 
Yaga to stop tinkering with time. 


— A—————— 
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A young giri named Marya approaches the 
PCS. The girl is dressed in rags, and she 
explains that her twin sister, Vassilissa, was 
fold into servitude two months ago by their 
evil stepmother. The buyer was a fiere ogress 
who lived ina tiny hut deep in the woods. 
Marya is terrified that the ogress will cook 
and cat hor sister if Vasilissa fails in her ser- 
van's duties or shows any fear. She begs the 
PCs to deliver a rag doll to Vasilisa, so that 
She willbe comforted by it at night. The doll 
Appears ordinary and rather seruffy, but radi- 
ates a strong aura of divination magie. ean 
ve short (one-sentence), sometimes cryptic 
Answers to any throe questions per day. To 
activate the doll's magic, the use 

address it by its name: Alenka. Marya tells 
the PCs the name oniy if they specially ask. 


Tugarin, a traveling vendor of games, comes to 
town (ar the PCs moet him along the read) and 
befriends the PCs. This rogue's specialties are 
loaded dioe, marked cards, and “magical” rune. 
stones used in fortunotlig, A short time tr, 
the PCs encounter Tugarin a second time. H 
wagon has been smashed, his merchandise 
scaltoed, and Tugarin has been mutilated by 
‘what looks like claw and bite marks Strangely 
enough, all that was stolen was a skull card 
from a deck of many things. The deck, still 
clenched in Tugarin’s hand, has lost its magic. 
"The PCs are haunted by a phantom of Tugarin, 
who urges them to recover the missing card 
from his attacker, whom he describes only as 
lite grandmother with squeaky shoes” 

le haunts the PCs (returning in 144 days, if 
dispelled) until the card is recovered. 


e PCs have been looking for a speci 
magical item, their inquiries keep turning up. 
the same name: Questrix. This gnome illu- 
sionist owns the item, but disappeared one 
month ago into a mysterious hut that walks 
about the countryside on bird legs. Alterna- 
tively, the PCs may find a letter written by 


Questtix that refers to two wondrous items 
inside the hut: the "waters of wonder" and 
the “Black flowers of transformation.” 

Even if the DM does not use him as an 
adventure hook, Questrix’s name should 
‘turn up frequently inthe days preceding this 
adventure. He has left a number of clues. 
inside the hut, and the PCs willbe better able 
o interpret these if they have heard his name. 

Perhaps the local folk (or Marya) are ask” 
ing the PCs to help them only after having 
first asked Questex the same thing, only to 
have him never return, Or perhaps people 

v overheard speculating on the where- 
abouts of, "That funny little wizard, 
Quest” 

‘A full description of Questrix can be 
found under Area P. 


Exterlor of the Hut 


The hut is a small, hexagonal log cabin. It is win- 
dowless and has a single door in one wall, The 
horis 15 fet wide and 15 fct tall. Just ur 
sloping, thatched roof is a wooden pan 
ning around the circumference of the hut, that is 
decorated with strange symbols (these resemble 
the Cyrillic alphabet form Baba Yoga's home 
world) and carved eyes (scrying relays) If trans- 
lated, the inscription reads: “Welcome to the 
home of Baba Yaga. Scekers of knowledge are 
welcome; seckers of wealth, beware!” 
When first sighted, the hut is motionless 
‘upon the ground. Surrounding ital a distance of 
is fence composed of 64 humanoid 
skulls, supported by the upright pillars of their 
‘own spinal columns, Each has excessively long 
those of vampires. 


inating an arca 60 fet outward from the fence 
‘with a soft purple li 

"The fence isa cire of necrophidius golems, 
planted in the ground about eight feet apart. 
Loyal to Baba Yaga, they let her pass, but attack 
anyone else. Anyone coming within 60 feet ofthe 


Adventuring Inside the Hut 


i 


WI 


NN 


voe watching this hypnotic swaying 
must make a successful saving throw vs. spell or 
become immobilized, as i affected by a ype 
spell. A half dozen of the necrophidi then slither 
forward to attack each helpless victim. 


Golem, Necrophidius (6i): AC 2: MV 9 F1 18; HD 
2; hp 10 each (9 in head, 1 in spinal column); 
THACO 19; #AT 1 each; Deng 148; ALN; SA hyp- 
notism, paralyzation; SD immune to poison, 
tuming, and mind-influencing spells; MR nil; ML 
fearless (20); XP 270 each, 


Once the fence has been dealt with, there are 
other dangers. If anyone not accompanied by 
Haba Yaga approaches to within 40 feet of the hut, 
it rears up onto its two legs, which are 12 feet 
long and about two feet thick, and attacks. See 
the Getting Inside soction for the legs” statisti 
From inside her control room at the center of 
the hut, Baba Yaga can sce the area enclosed by 


travel 48 miles over smooth ground or 
water, 36 miles through forest or jungle, and 24 

ll other terrain types. Her second 
option is to eause the hut to Id in one round 
to any other location on the plane it currently 
occupies. As a third option, she can cause the hut 
to “dance.” On the eighth round of dancing the 
hut plane shifts to another world. The lags can 
attack while the hut dances. 

Although the hut appears to be made of 
wood and thatch, it is immune to fire, acid, cold, 
water, lightning, and any form of physical attack. 
is also completely immune to all forms of 
magic. Only its legs may be harmed-and then 
only temporarily. (See the Getting Inside section) 

Any direct magical attack on the hut causes a 
furry of downy white chicken feathers to explode 
from its roof. The feathers flutter down like snow 
in 3 100-foot radius. I will be 144 rounds before 
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the feathers start to and on the characters (giving 
the PCs time to run out of the area of effect, if 
they choose to do so). After that the feathers are 
falling so thickly that they are automatically 
deemed to envelop those within the area of effect 
Anyone enveloped by feathers is affected as 
though attacked by a condi! spell. 

"The feathers fall for a total of 4d4 rounds 
neluding the first 1d rounds mentioned above). 
‘They can be blown by the wind, but disappear. 
upon touching the ground, 


Getting Inside 


There are two options for getting inside the hut. 
The first is to use the proper command phrase: 
“Hey my strong locks, unlock yourselves. Hey my 
sturdy door, let me in.” (t must be spoken in Baba 
Yaga’s native language, which resembles real- 
world Russian.) One way for the PCS to learn it is 
by concealing themselves from Baba Yaga and lis- 
lening to er use it as she enters the hut-but they 
will need to find a way to comprehend her lan- 
guage: And there is a cateh-the phrase will not 
‘work if the hut has already reared up on its legs; it 
‘wil only work if the hut is senled on the ground 
hatis, if the PCs are standing mone than 40 feet 
avay from the hut). Alternatively the PCs can use 
‘a legend re or vision spell, or could wish the door 
‘open. The door is irisan locha, and gives access to 
Room 1 of Area A. 

"The second option is for the PCs to gain 
forcible entry to the hut, which can be done by 
defeating the legs in battle (reducing both of them, 
simultaneously in any given round, o zero or less 
it points The legs then disappear and the hut set- 
tes to the ground. It remains motionless its door 
‘open until both of the legs have regenerated back 
{oat east one hit point. The door then slams shut 
amd the hut springs back tø its feet 


Legs (2: ACO: MV 24; HD 10;hp 45 each; THACD 
TITRAT 1 each; Dmg 346 (claw)/ dé (claw); SA 
crush; SD can be hit only by magical weapons, 
Togeneration; MR 10055. 


Each leg regenerates three hit points a round. In 
addition, they absorb the energies of any attack 
Spell cast at them, gaining the number of hit 
Points that would normally be inflicted. lf the 
Stack was directed at a single leg, It gains he hit 
points; otherwise the points are split evenly 
between the two legs. 
"Besides attacking with its two clawed feet tho 
hot has the option of dropping upon any charac- 
s bencath it. The legs momentarily vanish, 
hen reappear as the hut stands up again, The hut 
‘ean drop once every three rounds, crushing those 
below it for 66 points of damage. 


Interior of the Hut 


There are three categories of monsters inside 
Baba Yaga's hut. The first type ate Baba Yaga's 
 companions-magical animals who have lived 
Sith Baba Yaga for some lime. Some are intelli- 
gent and know many of the secrets of the hut 
(including several of the secre knocks and pass- 
words), while others have only an animal intelli- 
ence. Because Baba Vaga sometimes mistreats 
them, they may ofer assistance to PCs who treat 
‘them well 

The second type of creature found inside the 
‘nat are those evil humanoids, monsters, and planar 
creatures that Boba Yaga has summoned to serve as 
henchmen: Some are fanatically loyal, while others 
hate and fear Baba Yaga and must be kept in line 
by threats and powerful magical spells. 

The third type of creature found inside the 
hut are Baba Yaga’s visitors. Some are welcome 
guests (for example, the avatars of Light, Dark- 
ness and Twilight) while others are prisoners. 
Stil others act as Baba Yaga’ unwilling servants. 
Baba Yaga normally teleports from one area of 
the hut to another. But when using a door, her 
touch is sufficient to open any wizard lock; To 
move from one level to the next through a door, 
She too must utter passwords or use secret 
knocks. When passing through a door from a 
loser level to a higher level, she too winds up in 
a randomly determined area. 


m 


Tempo: Lento 


Level 1of the hut can be explored by characters 
of 7th level and up. No passwords or secret 
knocks are required to move from one area to 
another an this first level 

Unless stated otherwise, all walls are stone, 
all ceilings are 15 foot high, and all rooms are Ii 
by lanterns or candelabras that hang from the 
ceilings 

Doors are made of wood with the following 
‘exceptions: doors leading to Area Fare silver, 
doors leading to Area G are gold; doors leading 
toarea H are black ion; doors leading to area M 
are bronze that has turned green with verdigrs 

All mops are at the same cale: one square 
10 feet, except Area A (one square 5 feet). 

When the PCs enter the hot, Questrix has 
been a captive of Baba Yaga for several weeks, He 
is imprisoned in Area P. 


Area A: Hut & Cavern 


1. The front door of Baba Yaga’s hut lends toa 
small, dark, hexagonal room with plank 
floor and ceiling 10 fet high. The room con- 
tains a messy bed and a brazier filled with 
cold ashes. Pegs on the walls hold ragged 
robes, frayed ropes, and dried herbs that have 
‘gone moldy. Worn baskets on the floor hold 
Shipped pottery cups and empty bottles, and 
a ladder leads up tva trap door in the ceiling. 

A secret trap door is located In the floor 
under the brazier; under it isa rusted ladder 
leading down. 


‘The ttc also hexagonal. The ceiling is just 
five fet high inthe center, and rafters slope 
down from the peak to a height of three feet 
near the walls Dirty straw covers the floor, 
hiding the trap door there, 


3. This rough stone cavern contains a jumble of 
boxes and barrels that hold stale Food and 


sour wine. Behind them, a door can just be 
seen. The door leads to a dead end, and opene 
ing it riggers a symbol of stunning, The other 
obvious exit from this room is a rusted ladder 
set into one wall it leads up toa trap door. 

A heavy metal plate in the floor is hot to 
the touch If thi e dragged away, PCs find 
am apparently bottomless shaft lending toa 

filed inferno Faint, shortly screams 
can be heard echoing up from below. 

Just 1dà rounds ater the hatch is opened, 
three two-foot wide bali of ame emerge from 
itand hang in the air as if watching the PCs, 
These are will o' wisps that have mutated toa 
med color and that can imitate humanoid cries 


Will o Wisp (3): AC 8; MY FLIS (AJ; HDS; hp 41 
‘each; THACO 11; AT 1; Dmg 2d8; AL CE; SA 
electricity; SD spell immunities, invisibility; MR 
special ML fanatic (17); XP 3,000 each. 
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Inside one of the boxes, only partially hidden, is 
a small leather pouch af gold coins and a ring of 


fest the ho 
The will o” wisps 
opened and attack the party if the pouch is 
missing. 

Ma will o” wisp is ed 
hit points, à disappears back i 
the cover has beet ep 

asure, the will o” wisps direct the PCs to 
pouch. 
R small pack (144) of rats inhabits the three 
foams that make up this area. They hide in the 

vedding and boves. Th 

Jin Dice (1-2 hit points eres 
one respect: each hae one glass oye. These fake 
eyes serve as Baba Y 

Access o Area C is through th 

‘of Ihe cavern, The flames and 

anu its botton 


Lappe 
2. — 
s 
Sy white mit Toe ia moll t 
Tom 
The mist has sep 
where the will? wisps ice, 
Seid are suspended within 
ide th pit 


one exploring 
2 penalty each mund or su 


topes lowered into the pit must au 
Save. The will o” wisps are immune l 

Thep 
wisps” siamp. The swamp is located ekewhen 
ty visting. 


as a direct e 


on ihe rame 
The will 


and thei swamp at will, seem- 
i. PCs con do. 
that allows. 


B oniy by means ofa 


oning spells cast in the pit 


ihe will o wisps to retum. 
At the D's discretion, other swa 

may also be summoned. The acidic mist is con- 
fined within the pit; it does not enter Area 

the other rooms of Aa A. 


Area B: Imprisoned Cyclops. 


This room is utterly dark. When the PCs (ist 
center, any normal light sources they are carrying 
in themselves. Only magical light can 

penetrate the darkness infravision s useless 
‘A cyclops that Baba Yaga captured on 

Tis imprisoned here. He is terif 
ess and is swinging his huge club 
‘blindly, smashing the pillars that ine the wall 
Debris lies rough the air; there isa 25% chance 
live, rolled separately or. 

in the main part ofthe ro 
Ts struck by a splinter of stone that inflicts 2d 


The room has a ceiling that is 30 fect h 
sg each of the longer walls and that curves 
mand o reach a hight of 50 feet at in 
A round, three-foot-wide mirror i set 
apex: this i the serving relay 
Acn as a magical ight source illuminates 
the room, the PCs sce the cyclops. At the sa 
hey see a ghostly black knight on a black 
horse (the force Darkness). The cyclops immedi- 
«ly attacks the knighi with his club, which 


he cyclops 
gt wheels his horse 
ad rides through a wall, disappearing into it 
The PCS also see pool of water, surrounded 
by a ledge one foot high, set imo the floor mid- 
way between the so doors The water tastes bit- 
ter but has magical properties similar loa ring of 
anyone who takes a good drink can g 


iwo hours” dap that ni 
ter lcs iis effectiveness after just 246 1 
Temoved from the ponl, 


The Deadly Dance 


Area B: Imprisoned Cyclops 


ap- 

ar comer f he main room fils 
pnd the metal doe 

Ans to glow with a di 


e. A silver door opposite it leads io Area 
Tor tone ansa, determined randomly, 

oper sequence of knocks is used). 
been burning all this times when 
3 was present it prod 
i. The woad has 
scerburuing spell and will 
hours, 


or another 18 


nt, Cyclops: AC 2; MY 15; HD 13; hp éd; 
THACO 7; SAT 1; Dag des AL CE; SA hurl tone; 
D nil MR nil ML elite 16): P 00. 


The eyclops caries a club of smashing, a magical 
item that functions in the same manner asa sawn? 


of dancing. After four rounds of fighting, th 
Velen it to "dance," attacking opponents 
While he hurls chunks of the shattered pillars 
The chib is far too large for most PCs to wield: it 
requires a Strength of 15 or more 


The cyclops is trapped in this area because he 
is too big to fit through the doors. He is furious 
‘with Baba Yaga (whom he calls "Ba Ya") beca 


she stole and ate his lock of shep. 
H asked about the pool, the cyclops says it is 
‘bad water” and warns the PCs away Irem. 
igh he has drunk from i several 
knows little about Ba Ya save that she 
pus, but can describe one or two of her 
My believes his club is capa- 
ing off the Mack knight. The cyclo 
believes the black knight to he one of Ba Ya x 
Several days ago, the cyclops used charcoal 
to scratch marks on the floor near his fie 
AILIN (the secret knock needed to access 
Areas Fl-1). He has forgotten what the marks 
but he knows that they were important to 

tiny man” (Questi) 


Area C: Kitchen 


The room also contains a bloodstained. 
block. A secre 
block gives access 
Area A (sec Room 3 of Area A). The tap 
Wis activated by pulling on the empty 
meat hook closest toi 
Note: The “fiery pit” illusion described in 
3 of Area A does not affect those 
viewing the shaft from this end; instead, 
they see a 100-foot horizontal shaft tilled 
Vds to a cavern. Gravity 


" 


The Deadly Dance 


Area C: Kitchen 


lo, and a hupe stove, Cabba 
top of the stove 


Kitchen implements 
shelves, Each lable also holds a human-sized 

in pan and a metal pole with a hook in 
vd and scorched cloth padding on the. 


vs from pogs or ie 


handie 
The stove is east iron a 
shaped like a dragon's 


stove, Behind the fi 
oor glowing red from 
The door leads to Arca B. 


The stove is bead by a contained field 
of red dragon breath capable of inflicting 
Ga: points of damage (Th fire s com 
Sieteiy ntaied incide ie stove and wil 
pil ont through either door) Any 

‘one of the roasting pans can be 
gh using the padded melt 

fe compte pro 
Hounds; 


Sher this, they begin conducting the h 


‘normaly 
A dombwaiter isset in the wall opposite 
the door to the meat storage room. Hoth its 


oor and shaft are just one foot wide. 
PC smal enough t sit on the dumbwaiter (a 
halfling or gnome, for example) can haul on 
a rope, sending it squeaking up to Area D. 


‘One of the doors in the kitchen is dimensio 
ally folded to give acess to the intestines of 
ten eran who apens it. This magie can- 
ot be dispelled. The “corridor” it opens onto 
appears to bea twisting hallway with walls af 
atott, rd material and a flor that is kne 
p in putrid sludge. The sludge eats 
organic substances such as flesh and 
ing 246 points of damage per 
round of immersion. The intestine leads prad- 
ally upward from the door for 200 feet, It 
da reaches the stomach, a “cavern” 
Me with a "lake" of digestive uices 
"Any damage done to the walls of the “cor 
idor” affects the character who opened the 
oor (lor example, el cast into the cor- 
idor would explode inside the character 
There are warnings, however, AS soan as any 
cer touches the corridor, the 
mist save vs, poison or 
Sutter mild stomach cramps- 
If the person who first opened the door 
to enter the corridor, the character feels 
ind of invisible barrier. The character 
must make a bend bars/lift gates roll to 
Enter. Should the roll succeed, the character 
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agic at a 4 penalty. Fai 
ath, and the characters 
„Lade points of damage if the save cu 
seeds, In ither case, the door swings. 
anyone inside the cor 

the kitchen. The next person to opc 
begins the sequence 


Ihe door 


‘Area D: Reception Hall 


1. This room contains a table bedecked v 
elegant erystl glasses and a decanter En 
silver serving trays stand on shelves 


the room. Fach is ny 
lookin ace; th 

A dumbwaiter is se 
its doo 

Any PC sm; 


The decanter is à magi 
rine that pours wine 
Per ound: The ench 


ed glasses ane unbreak 


ble, Should anyone try to steal ilh 
on these 


lila 
save vs. spells find themselves cursed with an 
insatiable hunger that mimis he ecc of c 
spell insatiable thirst. As lor 

an hear the singing he. 
Continue eating. Dragging 


ul one ofthe trays is a folded 

piece of parchment that bears a clue to acis 
his aca. On its wri 

ipe for black pudding is seven 

measures of oatmeal, two pounds of 

and throw onions. Questia 


‘Area D: Reception Hall 


2 Behind a door made of black iron, a staireaso 
winds upward around a see 
less pit that radiates intense 
sides ofthe pit andthe sta sam 
«coated with patches of ce; attempts to climb. 
the stairs suffer à 407. penalty. Thus an 
skilled climber has a 100: chance af slip. 
Ping and fling 
Unless the PCs know the secret knock to 
access Areas H1-4 (7/2/3), they find that 
the stairs wind on endlessly, going 
nowhere. I the PCs use the secret knock of 
the door, however, the ice temporarily dis- 
appears and the stairs lead wp 150 fe 
e reaching a wooden door. This door 
‘one of the areas in the H1-4 
Tant the area is determined randomly 
The way to reach Area H i by sep 
ling-off the stairs into the pit. Characters 
{all normally for 100 feet, then vanish (Th 
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tly on the floor in Area H, 
beside the balloons; see page 21) 


are deposited s damage and is inflicted with a curse that 
cs that character to always tell he truth. 
When questioning characters, Baba Yag 
where Babs Yaga consulis these braziers; she sees the flames tum 
decis her monstrous guesis and answers blue if the trath is spoken, red if a lie is told. This 
ucstions from lesser mortals. the PCs effect is usually invisible to the person be 
questioned; other characters can only see the 
Solor change by means of a detect invisibility 
Spell 
Uthe 
continues to burn on the flor it cannot be 
pushed by any normal means, I does nat al 
any of the structural components of 
swine functions as normal flame. It can be 
sd from this room if a suitable container is 
ases all o is 


‘one additional 
their attack, the mirror fe 


ments llo 

whirrin 

blade b: 
[ons body. Afte 


Toom, and then only if the flame is con 
ined in one ol the braziers 


Area E: Guest Rooms 
1. The 


fer arms of the eross-shaped rom fea- 

wo sets of double doors, a single 

‘wooden door (leading to Area K) inscribed | 

Sha smd of foar, and a single silver door 

(ending to Area I Ail have excellent locks € 

20% penalty to open locks attempts). The 

double doors also are wizard locked. There | 

‘kk four lan Had wooden doors in the 

inncr walls. 

"A rug in the comter of the room hides four. 

i its rom view. Each pitis four feet wide, 

s hands are chained b our feet deep, and sealed with 3 
wing before a Thee oublitis are wed to 


erone (Baba Yaga). The 
balls; inside each isa sun ofa d unctione as a mirror of life trapping an 
whit, black and red. friggered when a victim passes through ar 
Behind the curtain is a throne, ‘ofthe normal doors leading Yo a guest room. 
Inindreds of precious gems. A golden brazi {rooms 255) Roll 1d to determine which pit 
ol dust sits on either side of the victim winds up in. 
oll dut fuc invisible flames “The victim shrinks or expands to fit insi 
touching the fla fers 246 the pit in a cramped position; upon release 
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ire is trapped in th 

pit. The glass covers are immune to 

a blows, but can be broken by spell or 

magical weapons 

The only s 

rough its sciet door 
test the secret doors. Other 

tricks her victims by lead 

trapped door; she ts 


à contains a greater basilisk whe e 

eit gaze weapon through the 
Vi contains a pren hag wh 
ability to assume the orm ofa 


Greater Basilisk: AC 2; MV 
THACO Hi HAT YE 


HD 10; hp 48; 
2S; AL N: SA 
ona Mini 


Maroosia (Green Hagh: AC 
hp THACO MEAT 2: Dmg L2 
NE'SA splls SD. 


2 MV I2 Sw D 
2065 A 


M 


determined ares in quad 
Tf questioned about Baba 
hag cacklos, She me 
She has barned 
has constructed to capture him. She knows that 
the trap involves mirrors, and she knows that 
ba Vaga captured the forces of Light Darkness, 
ul Twilight in the trap. M fred, the green Rag 


Area E: Guest Rooms 


Slo escape and warn Death, in the hope 
Ty favor with him. 

jach set of double daors is flanked! by a pair 

VÉ life-sized statues of hell hounds. The statues 

relays. The doors led to bro of 

he outer planes: Baator and The Gray Waste, tis 

es that Baba Yaga summons many 

men” (boaters and yupoloths) and 

guests. Before any planar cron 

cross the threshold however, it must be 

so by someone inside the hut Spells 

ire from these planes caise a 

the door must be opened and the 

beta step 


ce guest noms i furnished wi 
er bed with black sal 
and crystal skulls atop each post. There is alo 
g desk and chair made 
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bones, and a chandelier made of fragments of 

blood-red crystal. The malti-faceted, c 

fobs of cach chandelier is a scrying ey 
The writing desk in Room 1 hasa 

paper! — 

Common reads: 

four parts baking soda, lee parts sal 
qu » Quests. 


and 
This ia clue 
1o the secret knock for entering Areas FIL 


Area F: Conservatory 


This Hlower-shapest i 

are; domed room (0-foot ceiling) tha 

into ght smaller, domes rooms (15-0 

though a series of archways. All the walls and 
are made of leaded glass; the v 

the glass shows an outlandishly alien 

ro suns and these moons in the sky: 


the same magical resistances as the hur'soller 
oll The doors leading to Area B and Area Fa 
mode of glass and appear to lead out into th 
bandes The locken the door leading to Area E 
isofexcelent quality 2% penalty to open locks 
tempts). The door lexdin 
eld. lt has ue n flap in ts base that is 
vid at the top. 
ach of the smaller domes contains a prof 
s. growing in clay pots that stand 
asters will be able to 
i about any herbal component he 
we and 9 reveals thee stacks of 
Tower pots in cach room. (The pots have been 
Werte for stacking) The op Mower pot in each 
m “Q” painted on the boltom. 
left by Questrix describing the 
et knock for entering Areas Cl. l, there are 
1 pots in one stack, six pots in another 
stack, and veo in another stack 
al room has an earthen floor (a 
i belowe ho surface H 
iption are prowing-all of 
Obserian PCs notice 
that a dozen ofthe tallest plants (sunflowers) 
urn their “faces” toward the PCS, as if watching 
them, These are serying 
Tithe PCs have h 
flowers of transformation, 
tory to pick 


‘Attempting to do so immediately curses all cia 
tures in the co Victims shrink 
downto 


Non-human PCs may be sli 
larger: At the same time, an army of insects 
sitacks. These insects are normal size, but hav 
Slatstcs based upan their size in comparison to 
tha ofthe shrunken PCs. 


Ants (344); AC 3; MV 18; HD 3; hp 14 each; 
THACU 17; bog 244; AL N; SA sting for 
3H additional points: SD nil MR nik ML average. 
Ok XP 175 cach. 


n 
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Bumblebees Gda): AC 5; MV 6, FI 24 (E); HD 
ekz hp 26 vach; THACD I 


hp eae 
BA sc 
that succeeds by 3 oe more 


ops up 


characters on attack 
all subsequent attacks. 
abo hit; SD 23 bonus to AC 

‘weapons; MR nil: ML steady (12) XP 100 


The black flowers in the central do 
{locos of transformation. Characters who sniff a 
polymorph 
random crea 
incarnate spell 
wer loses its magical proper 
ative sums and 
days if these 
onaitons are not met. Would-be hoeticul 
wili has out how to duplicate 
rl provided by the commer 
dens protected by the. 
lend itera 


elis or su 


Palms have been 
llen taken from dee fronde; 
mer fall imo a 


must save vs. poi 


Undead, hold sleep, and turning or 
ML fearless (20) XP 120 cach 


Area G: Jazibaba's Playroom 


This area is the 
shrunken ch 
vodiately atacks- pl 
ion until they have he 
ints. Triple Jazibaba's hit dice, hit points, 
mage to represent her huge sie, 
ye shrunken PCs, 
isa drow breed 


sir of Baba Yaga's elven cat, I 
acters enter her lir, Inzibaba. 
ing with them in ca 


er coloration is 
of her species: she sa mot- 
She is only partially loyal 
et mistress and may aid PCs who teat her 
well She knows the scere knocks for accessing 
Areas Flot (5/4/39); H14 (4/772): and ML 
(5/271), She also knows that a gnome named 
Questrix is being held prisoner in the hut's 
cells (Area P). 

Jazihaha doosn 

an to capture De 


Know anything about Baba 

th, Dut knows thatthe 
and Twilight are sub 
iont to Baba Yaga. That is why itis always 
eiligh in the main room of Jazibaba's play ar 
The PCs may catch a glimpse of a ghostly red 
Knight on a red horse here; Jazibab: 
vire as “Twi-knight”-a pun on the real name of. 
Twilight 

Like her mistress Baba Yaga, Jazibaba is quite 
‘Okd-but is just as quick and agi len: She 
danch in cruel jokes, and takes a catlike ploa- 
‘se in tormenting her victims. 


Jazibaba (Drow Elven Cath: AC 4; MV 18; HD 
344: hp 22; THACO 17; #AT 3; Dmg 1-2, 12, 1-3 
AL NE; SA surprise, enlarge, reduce, tree, rip; 
‘SD ESP; MR 20% ML Elite (14); XP 


1. The outer wall of this room is riddled with 
mouse holes at foar level; mice scurry about 
underfoot. The only visible exit is a silve 
door (leading to Area P) 

The room is filled with the trunks of mas- 
sive, living trees and is dimly Ht like a forest 
At twilight. The trees scem to have rooted 
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‘Area G: Jazibaba's Playroom 


One el the 
door in its side 
Sony dele 
the correct sequence of kn 
Another tee has black leaves: a secre 
i its side leds to Area H (or to a randomly 
a in quadrant HI- 
knocks is used). 
ich as pass plant transport 
move the caster from one 
Vo another, with a c. 
her of the secret ex 


Ve ees with an exit auton 
a area (Area H or Area M) on. 
T. Only by knocking 


4. The bark inside the Q has buen in 
ly wizard marked with the wonds "Beware 
theeat” 


2-5. The doors leading to each of the other fo 

n this aren are wizan! tocke. Their 
glass handles serve as the scrying relays 
Each door features à hinged cat door (six 
inches high). The rooms beyond are 


2 contains a soft carpet and a pool 
ih soured cre 

Gains a school of sardines that 
ically the and 
in air; they swim out of this room if the 
main door is opened. 

Room 4 i Jaziboba's “trophy room” and 
contains six stuffed dog heads, mounted on 
the walls Each has been enchanted with a 
magic mou spel and recites (in he common 

the detail of how it was killed by 


red to bre 


somtains feathers, rubber balls, 
ure dragons, and a basket 
nix diferent 


Lf yarn acti 


Tope of entanglement, 
ag the 


fetes as soon as it is removed, ontang) 
‘character handling, 


Area H: Observatory 
E e room is dominated by a round, 
raised dais, which holds a reclining easy chair 
The chairs upholstery is black leather, deco- 
rate with silver stars. The the 
Feather like studs and can. offi 
they are decorative and do nol affect the 
hair's functions. 

Over the dais is a domed ceiling that is 10 
ect higher than the ceiling in the rest of the 
room. Each of the side walls are studded 

ight glowing spheres (powered by con- 
Tonal light spells) hat illuminate the room, 
These also serve as crying relays, 
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As soon asa character sits in the chair and 
lins hack, a seam appears in the dome above. 


unconscious). 
round loose abjects-inchuding the PCs ot 
1o drift toward the ope "I 


opening (is rounds i 1u 
PA secret button is located on the underside 
rm of the chair. it is pushed, 

e d. A; 


as itsnaps shut is cut in twa; 

The dome in the observatory opens 
directly onto wildspace. While open, there fs 
355 chan spellbmmer shap will pass 
by-most likely one filled with carnivorous 
Kith pirates, as described in the Monstrous 
Mna. 

Athe far end of the room stands al 


currently visiting. The continents are 
in gold. A secre door in ones 

is shaped lke one of the contine 
Strongly of sap, and can e 


Area H: Observatory 


ons radiate sirang magic and 
ical gateway to Area D. Any 
balloon and holding it 


into it. The character floats up into 
the stairway shaft in area H 

from a point 100 feet below the door. 
he character is in the center of the shaft 
and must figure out a way to reach the 
Stairs. H the character floats past tho door, 
the balloon pops after 150 fc, sending the 
character tumbling back down inte the 

att 
Fach time one of the balloons disappears 
into the ceiling or is destroyed, anoth 
appears fo take ite place. The new balloon i 
tie to the ring. H removed from this room, 
the balloons pop. 
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Staircases behind secret doors ead down to 

oor that has been both locked an 

With a symbol of hopelessness. The 
ils tos lined with shelves that hold a v 

‘of star maps (invaluable to a spellpmmer 

lot, but incomprehensible 10a 

Tucked in among them are 

tion from cod a scroll with 

ht and trate seeing, amd. 


ioni spell each time 
Sky. The fclemind efect ends wh 
ber risen and the stars have disappeared, but 

urns if the victim gazes at a starry sky 


by Quesirix to give a chu 
that accesses Areas Glo from this area. The 
ap a black back 
ground) has been initialed with the letter 
G On tis written th ‘Distance 
to Si 

Eridani is four space le 


is two space lex 


olden i coo 

Hanging on a peg near the door isa n 
stars. A secre door in one of the map cases 
Toads to area 1 


Area k: Stalrwell of Lost Souls. 


Cobweb-filled stairways lead down on ei 
Side of this area toa darkened "om" with a ceil- 
ing height of ost hoe feet. tis impossible 
the opposite stairway 
room The door leading to Area H 
the door leading to Area O is of wood. Une 
moans and rans issue up from below: 
iber of the party 

lom of the stairs, a concealed 
portcullis at the top of that stairway drops into 
place. N awamatically rises alter one tur 

PCs passing through the room below are 
forced to crawl on their hands and knees, and 


a -4 penalty on all attack rolls. The floor is 
ed with thousands of coi 
Rusty shackles for wrists and ankles have 
een driven ito its stome surface 

‘Only by using a gem of sering or a true se 
spell can the PCs make out the true nature. 
the oor, the cemer of which has been overl 


With a living wall that Baba Yaga picked 
Muring a visit to Ravenloft, While this liv 
floor 


wi y hands to pluck at characters crawl- 
ng over ii. H struck, it fights back, Each 


it retalites cach time 


Living Wall: AC; MV nil HD4; hp 210, THACO 
15/13/7; HAT 4; Dmg Mder2/24H «1 den 
AL CESSA spells SD; MR 20%; MI. fearless (20); | 
XP 34008. 

pacc m 


Area I: Stairwell of Lost Souls. 
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m 


fighters of 


"uices, a suend of tooling. 
Submission (same properties as a trident of sub 
mission. Each fighter has à +2 bonus to his ini- 
tative rol 

The floor also contains the corpse of an 
level wizard, enabling it to cast the following 
spells once per day: Minds, chil touch, 
stom, dancing lights, darkness 13° radius 
magie, hold person, light, magic missile, polemorp 
lir ltr soe 

The ded NPCs t 
now thes 
Hit from 

ters who pto 

mt. This an. 


ise to free hem fn 
aly be done. 


le doors that 
in excellent mechanical lock (20% penalty 
open locks attempts) and ae sind lc 
Insite, à 1-dont-wide walkway wi 

yt encircles four hexa 
pors are 20 evt below the evel of the walkway 
The walls of cach chamber are mirrored. One 
the six mirrors in cach chamber serves as a cry 
inj relay. These mirrors (both tho 


token by magical weapons or by spell 

At the center of each chamber frozen in 
place, isa blckerobud figure with skeletal hands. 
Fach figurs face is shadowed by a haod, while 
its robes ane ustest with a litering powder tha 
sparkles while, "und up 
ems), 


res are Minor Deaths, each frozen 


raised a long sword above an executioners block; 
and the fourth is using a key to tighten a metal 
coli 


The Minor Deaths have been trapped hereby 
Baba Yaga. Each of the mirrored chambers isa 
prison that casts permanent temporal stasis spell 
upon creatures inside it. Any ereature who com- 
pletely enters the chamber is automati 
frozen in lace; there is no saving U 

The temporal stats can be he 
first breaking all six mire 


ased, a 


eant of the hu. 
to tho railing beside each chamber is a 
with a hinged front that is engraved 
To learn more about the table 
pen." Underneath this flap is a 
blank white card (o skull card from a deck of 


“Area k St; 


is Chambers 


z 
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with a Minor 
hers who 
alec 

‘Characters teloported into 
os to fight a Minor Dea 
soun as he battle b 

y or directly affect ts owt 

X amplo) finds themseives instantly 

ofthe other chambers-and 


ableau and 


ants, the net 
dope vanishes 
in chamber that is freed up às à 
v Deaths victory Wall the Mi 
the character reappears on 
or she vanishes 
a items in 
the chamber ior the trapped PC is an indi 
ethos of affecting the outcome, and does not 
se the lower to be teleported 
During the battle, the PC fighting the Minor 
Death is able to exit the chamber, Attempts 
cape magic 


spell a 


aher or by onlookers 
ithe Minor Death is d 
hex and does not return. The cand above ie 
"imber also disappears. A this point, the IC 
Slo able to 7. Other charac 
Vers inside the chamber, howe 
mut be cles y breaking the mirrors and 
ining a dispel magi sell. 
Should the Minor Death 


acco in killing ite 
adi returns to 

«frozen position. The victim 

the equipment and magical items still on the 

budy vanish, having been utterly ee 


Minor Death: AC -4; MY 20; HD 4+1; hp 33 
THACO Special (never misses); #AT I; Dmg 248; 


ALNE: SA always has initiative; SD can be struck 
bald by magical weapons, immune to cold, f 
crc: NIS ML Fearless (20); NI 280 


ot Deaths ane the physical manifestations 

© Material ane) of the force Death. 

5 are Death's avatars. They are most 

ioci by those who have the ill for- 
nc to drave a skull card from the 

"peor hk an implement of ew 

eee o its types inficis Ads 


ek of many 


hae set out to kill s 
ier it victim i 
hos been destroyed. The Minor Death always 
ative, striking first in each round and 
target In the case of Minor. 

(h noores or parrotes, stam 
Sic: the implement cannot 

ie meck unti the Minor Death 


magical 

weapons. Any character hile by a Minor Death 

ariy destroyed, and cannot be resurreced, 
ror aise rom the dead. 

e anc unable to speak, and have 


ray ation, poly 
Holy water has mo effec 
ot be turned or controlled 


ph or skp spell 
fon them, and they cn 
by acc. 

cause they are inside Baba Vaga's hul, the 
Minor Deaths encountered here cannot be dis- 
pelledor banished. 


Area K: Laboratory 


wizards laboratory is fully stocked with 
al equipment (glass 


riled metal tubes metal ray 
nente cover the four L-shaped tables, The 
Shaped able at the cente ofthe room features a 


28 


The Deadly Dance 


Laboratory 


Tor ten) that stands fre h 
ly refill 

-but on 

V Its bold to the table. 


M ihe proper command phrase is used- 
Je samovar,” -ihe um ats as i a hout meta spell 

had been cast upon it, boiling the wat 

AS a backup, there is an oil lamp b 

base. A pem of the samovar is this 


acups, a number of te 
Poss holding sugar cubes 


neide of the sugar bowl 


are the words: "Some sugar for your sweet tooth? 
Quests 
"The ceiling rafters are festooned with 


bunches of drying herbs, while shelves in ea 


h 


d various magical compo- 
led in glass jars and neatly 
a script that dcs the Cyrillic 
Wizards should be able to 


its. A door with an 
enalty to open lacks 
pts leads to Area E and is inscribed with a 
of foar. An unlocked door opens onto a spi- 
aircase that winds down 500 feet fo Area L 
is also set of double doors that has an 
id locked. The doors 


ouble doors is à large cabinet 
At the center f the cabinet is a 
v missing tooth. This 
sible to pick by no 
activate this lock is 
into the hole. T 
and chews the sugar, which 


magical “keyhole” is 
mal means; the only way 


"balls cach 
Vf hanging from chains. The sphere 
contain dried herbs, chunks of tool, withered 
berries, sends-even spider webs. These ate Haba 
we “potions”-teas that must be brewed 
before they can be used, None are labeled; Haba 
faga can identify each by smell. They include. 
potions of animal control, climbing, diminution, 
fire resistance, yg, roth. im 
spo treasure fmt, and ater Pri, 
livers of health, madness and yout, as well ax 
thal mimic the effects of powder of the. 
eros heart and poser of magie detection. There 
M servings of cach type of tea, and fou 
poisonous teas: types G, H, 1, and J poisons. If 
re selected randomly there is a MPs chance 
of selecting a poison 
Baba Yaga will be angry w 
plunder this potion treasur 
tempt to prevent the theft 


h any PCs who 
ove and will 
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Area L: Mechanical Works 


Tis area i filled with clanking machinery 
even shouts cans 


what the PCs bri 


ve walls, floor and ee 
and the ceiling i 10 e 
he ceiling are pistons of bronze 
in diameter. Shooting up from th 
floor aro jets of steam. There is no recognizable. 
pattern tocithor. 

the PCs move 
2075 chance per round (n 
Separately for each PC) that they wil 

ruck by ane of the pi 
age or scalded by a f 
damage). This percen 
ihe speed of 


ately, it is loc 


mler a pillar that smashes down in 
Jar, unpredictable fashion-every ld r 

The Irap door opens ento a water-filled space 
(ae pool in Room 1 of 


Area M). 


Area L: Mechanical Works 


he control room for the pistons. Ie 
imot 

wer By pu 
ora, actor ter 
pistons equat 
Pius he characier’s nine score. 
tas the pistons either speed up 
100 


te same manner as the piston 


is the same symbol on the do 
ick af the door, a clue to accessing, 
Areas Wi- has been wri chalk 
Püronze is made with one part lead, five 
ct and two parts tin: Questi 
ior walls of each control room are 


ien poison 
s the room. 
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For every round a character spends in the 
theee fsa 10% chance that he contracts 
wasting malady that reduces both Const 


Area M: The Baths 


through the 
bottom of the pool. They must swim up through 
TO fec of water ta break the 


1. The far anal 
tiles ht for 
‘reales, The centerpiece of the 
pool, which is entre throu 
Wide steps, Al eith 
Siam of water eme 
into the pool, rippling its surface A 
five glowing spheres illuminated w: 
mal gh spell and held in place by a levitate 
et) hovers a bove the surface of 
the mom with a sot lig 
the pool aream 


ily quasit imps 


el 


Mey con cast 
day, as ih leve wizards 
13 quasitat the beginning of the 
"obo Yaga il from time to time, 


Some to this room to order Id f them away 


Area M: The Baths 


may alo send them to ather. 
To replace a relay tha is p 
sion ekewhere: 


Imp, Quasit (13: AC 2; MV 15; HD; hp St cach 
THACO 1; MAT 3; Dang 12/12/14; AL CESA 
poison, Hani. 

{magical weapons: SD spells: MR 25 
ape O: XP ROOD cach, 


Due to the hat's unusual construction, the quasits 
cannot vrse their crue ability. They 


» divulge some infor 
o hose who can frighten them more than Haba 
Yoga can (a hard task). They know the sequence 


area (6/2/3) through a secre door in one of 
‘Bolden pillars. I forced to reveal the secret knock, 


En 
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Any other knock sequences he 


beir 


quasit covers its glass 


sye and merely 
eroek, so that Baba Yaga desert se 
what is up to. 

The quasits have been shown some 
ver secret knocks on various occasions, bi 
lee tha Their low intelligere 


d ey Hidden inside the towels is 
pe: WAI gems of v 

Cs reaches for a towel, 

tachas; it assumes th 


ny of ihe 
wy a 
tosteat its 


Area N: Vasilissa’s Bedroom 


Area N: Vasllissa's Bedroom 


“This area is lumina by lanterns made of skulls 
inal ight spells, Ms f 
includes a bed, writing desk and stool, all 
paint white wilh pink trim. Then is ala a couch 
inst two of the diagonal 
h stuffed ani 
wo ban not the wel teddy bears. Instead ere 
Are dragons, beholdere, displacer beasts, mind ay 
rs harpis hook horrors, seoepins and gel 
done in bright cheery colors The central eyes of 
the hwo bohoklers ae crying ey 


This is the bedroom of Vasilisa, a young 
peasan gir e human) who has been sold, 
Ey her evil stepmother, to Baba Yaga. She must 


serve Baba Yaga for two full years. 
Vosilica misses hor home and 
Marya, and s frightened that Babs Yaga wil cook 
aed eat heri she docs nol follow her every com- 
ond. She spends much o hor time (65%) in the 
» (Area O), but can also be 


Vasilisa i terrified of the stuffed ge ad 
for good reason, Two of them (a che 
ion and a one-foot-high gremlin} are doll 

The other 13 (many of them larger; each 
he dragons is four feet tall) are just stuffed 
Toys, but are under he influence of a permanent 
lana bic spell Ata Yaga's command they 
ha ly oat, and «curry tke thor real-life coun- 

5 5 


coral stuffed toys attack the 
Characters with a THACO of 11, Hits do no dam- 
Sge, but should distract and impede the PCs, 
ty om attack rolls for one 
4d toys are armor class 8 and 
Tae only two hit point each. They can easily be 
cut apart by ced weapons, bul are not harmed 
by blunt weapons 
The doll polems attack at the same time, ly 
z upon the confucion to do sneak attacks fron 
elow (scorpion or above and behind (gremlin). 
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n, Doll 
THACO 11; PAT 
income 
ties; MR nil: 


ACEMV IS: HD lu hp s0each; family will get a reward 

Dmg 346; AL N; SA es The FCS best option for “rescuing” Vasilisa 
hides lsghter; SD spell js to buy out her term of service by offering Baba 
IL fearless (2; XP 6008 each Yaga a suilable payment, 


The exits from this area inch 


‘Area O: Work Rooms 


stairs tearing up oa woo 
| ‘rer Opani Vaiss hasbeen given an impossible number of 

hos turned green with verdi hidden ch bs She mnt col the mei weave do he 
I nef the shelve har bak the St und ciam the mons poli th silver, beat the 


The secte door eads to Ar carpets scrub th floors tasks that only an amy of 
Vasilisa knows about the secret sem s 
VJ 
was taught it by a “funny i these tasks. Fortunately, Vasiissa's landnesses 
bigger th sulle in her receiving help from a number 
pu normal animals who inhabit the hut Should 

‘once, but was terrified by what she saw they be Killed, she will have todo these chonn om. 
behind the door. H pressed for details, zh own? Thus she is strongly motivated to prote 
escribes hallucination from Area M2. But since them. H found in this arca (65 chance) Veloce 
‘door kads to (with the knock) wi 


the exset be directing ther ations, 

i determines rondor of may open ont 

mother Mr 1. A wooden door is set into cach wall of this 
Vasilisa is under strict orders not to wander toom. A trap door in the floor leads toa. 


hut. But she has, ove 


fight af spirat stairs leading to Area N). A 
glass knob, used to open the trap d 
Scrying relay, 


| M ehe cleans up the droppings here and was permanent speak with animals spell so tha 
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This roos 
low 
swooping from one basket to the next, pick- 
ing pebbles out of the grain, shells out of the 
seus, and twigs out ofthe berries 

‘Normally, sorting through these foodstuffs 
would be Vasilisa job. The sparrows (nho 
San also tali) 


because she 
mesi, "Our mistress only gives us thorny 
branches,” they ay 


maller baskets radiates a 
magies it contains 244 berries that ha 
Iberry spell. Find- 


water ine for hanging 
diniy linen, The water in one of the tubs is 
Steaming hot and soapy: the other is co 
Both tubs radiate magic: water placed in the 
first one beats up, become soaps: 
matically cleans any ilem immerse 
Water placed in the second tub becomes cool 
— 


her 


she gives it 

mals, the dog can talk. "My m 

dives me ld bones,” she says 
"A secret door behind one: 

tw Area 


the tbs es 


& a variety of cles 
buckets, scrub 


This room conta 
aids-brooms, m 


rot of aint tick, except Ihat it docs not 


Area 0: Workrooms 


Ay. and thatit causes blindness for dé rounds 
by swabbing soap in the victim's eyes), 

A secret door 
leads fo An 


ver this room. 
ted with an 


P. Ihas be 


Area P: Prison Cells 


This anea is entered through a secret door leading 
from Area O. Any PCs captured elsewhere in the 
at by Baba Yaga or her henchmen will be 
e of those cells after first be 
pment, magical items, holy 
Components, These will be 
owed in the tease vaulls-Area H2 


1. The hallway in fromt of each cell (the area 
shaded on the map) is guarded with an alarm 
gers a loud clangor which sum- 


—r 
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Each ell is fronted by a siinch-thick glass 
‘door that blocks all sound; communication. 
with any be by gestures 

wooden bed with 


Band but sustaining food 
in the cll on a regular basis, materializimg on 
hot hangs in the air for 

wre crashing to the floor. The 
ceiling in each cell project a 
Tight that is painful to lok at 

isomers inside the cells 
magical etfcts t 
enféeblement and feebemind, Their St 
Scores drop to 5 and their Ineligence sc 
rop o 3. Spellcasters can attempt o use any 
spells hoy have memorized but hore isa 95% 
chance o iscast spells have a 50% 
chance of 


becreative wi 
Wis possible w enter ac 
sort of teleportation spell, 
hallway are within one ames But hone en 
sir the sane 


The glass doors of the 
orm perfect se 

ing walls leor and cel 

tiller side) by an object 

lame that ict 143120 pote of damage If 

touched by a living creature, they emit a jolt 
‘of lectrcty that inflicts the same damage. 
al part ef the 

cal immunities. They 


Dr sutter Ie effects Of a mi 
Victims suffer dementia praecox 

Totally uninterested in doing any 
05: o the time. Additionally, an alarm 


Area P: Prison Cells 


8. A green abishai has been assigned to guard 
the prisoners held in the celis. U slumbers in 
this flame-filled room, hanging from metal 
bars by ies tail. 

RCs walking down he hallway may notice 
that the walt adjacent o this oom i slighily 
warm to the touch; this also shows up via 

(o this room; it 
can only be entered by such magical means 
hasa 20 


níravision. There is no dao 


os teleportation. Anyone emerin 
hanet of waking the abishai 
sounds, the abishai 


ports out o in 
sped allway and cannot use its 
side the hut. 


Bastezu, Green Abishai (22 AC 3; MV 9; HD 
512; hp 34 each; THACD 15; AT 3; Dmg 
MA MH; AL LE;SA poison: SD regenera 
21 or better magical weapons to hit; MR 

e (Oh XP SOO, 


307: ML vera 
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The DM i fce lo ill ihe ells with hur 
wan from various words tee 
One cell however, is occupied. It holds Quests 3 
JO level gnor ay be 
arching for Quest 
he "hooks haed them into this adven 
Questriv entered Baba Yoga’s hut one month 
goi seach of the fabled “black Towers of tans 
formation” (which he found in A 
‘waters fe” Bat beton he coukl find 
<a waters, Quests was captum by ba Yag 
imprime in Room 7. e now realizes how foolish 
sal from suh a powerful wizand. 
ing fo Baba Yaga-his 


he wasto by 
'Questrix lost every 


Iie carried: Despite these losses, he 
wan h his ie. He wil 
aree lo go adventuring with the PCs 
Seem sog and competent, 

plored all of 


asked con 
ut of the hut, He has abo vi: " 
Tooms of Level 2 (Areas FI, F2, GL, Gi, H3, ML, 
NH) and can give a general description- minus 
the tricks, ps and secet deors-of each of these 
areas. He knows the secret knocks required to 
access Areas FI- from Area B 5/1) and Ar 
(4/3 Sh to access Levels di- from Area F 
(476/2) ad Area H 2/476); to access Areas TE 
rom Area D (7/2/3} and le access Areas MI- 
from Anea L(1/5/2) and Ansa N (2/1/5} 


IN; HD 10; hp 28; THACO 17; 
pon; AL NG; SA spells; SD 
Con 15, Int 16, Wis 12. Ch 


stris AC 
BAT I: Dmg by w 


arint: Kt Level 
Sind evel Har dps; miror ne Sal Level aci 
"bl VY rf; lm; arab -ith Levet rants 
pattern; vacancy Sth Level adracat sion: false 
lon. He cannot re memoriae his spells without his 
Spell book which is in Room 2of Ama FL 


Tempo: Moderato 


Level 2 is intended for charac 


knocks are meg 


vadrant (four arcas with the sam 
ret knock is required to pass 
in one quadrant om anea in another 

% A pas 
xine to acces aneas on Level A. 


jl all doors ae 

wood, and a Ti by lanterns or cande 

bras it hang from the ceili 

Doors leading fo other quadrants on Level 2 

he identified as len were on the first level 
3n their 


Area Fl: Library 
1 


This room has floor-to-ceiling bookcases, 
Toll around he 
into the 


books. Three plain wooden doors Kad out of 
the roor 
The room is illuminated by an imme 


chandelier, The round, cut-glass fob of the 
‘chandeliers scryi relay 

There are thousands of books in this mom, 

nitude of languages. Many 

ae frm other workds and cover subjects that 
re incomprehensible to the PCs (nuclear 
physics, cybernetics, ecology of alien crea 
fures, cic.) The "books" take 
papyrus scrolls, clath-bound books, clay 
{ablte-even computer disks! 

The vast majority of the books ar 
magical, but o fool thieves Baba Vaga has 
Cast Nestal's magical aura on several don 
Tomes. (The DM should make up a list of 

) Also in. ks are 
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Area FI: Library 


manual of bodily health a — 
dogmatic e, Lying open on 

the tables is à book that gives backgro 
information on the four “forces of 
evil,” four "forces of ultimate g 
the trilogy of forces known as L 


formation on pap 
secret drawer in on, 

‘of magical sp 
manner as a hor 


but without 
understand magical writ 
ens of spend ding 

This room is protected by an eril servant 
who has been ordered to attack anyone who 
damages à book or tries to carry a book from 
this anea. Once it has recovered the book, Ihe 
eril servam ceases its attack to reich the 
boa. 


Aerial Servant: AC S; MV FL (A; HD la 
THACO 5; HAT 1; Dmg Sed; AL N; SA surprise 

station; SD invisibility; MR nil; ME elite 
(14; XP». 


2. A secret door near the lop of the shelves 
Jede to his oom, in which are shelved the 
magical tomes stolen by Baba Yaga from wiz- 
ands on many different worlds. M 
PCs have been captured, this is where their 
spell books will be placed. Within this tea 
sure trove can be found dozens o books con 
taining spells of every description, One of 

000 


and belongs to th 
Quest 

This room is protected by a en 
iot makes the shelves look empty. In addi- 
tion, cach f he books is protected by ether a 
fire trap (M3 «25 points damage), a glyph of 
‘eanding that causes blindness, or an dividat 
Spell Each tap must be dispelled separa 

el magie spell on a hook has 

Faing the spells inside it 


3. The secret door to this room is at floor level 
e eck and protected by asy 
f insanity. Inside is a table and chair, A map. 
Oo Arca Gla is spread out on he table, long. 
books and papers. The map dcs 
not show the doors, and is labeled "Lower 
Section ef Death Trap.” Atop the map there 
ave two pages torn from spellbooke, pages 
Ihave thenstarement and gate spells wered 
‘upon them 
Loose papers under the 
on augmenting the priest spell 
plane protectin, on th 
— — 
possibilities of constructing either " 
‘Ne of gigantic proportions or an “inverted 
— is open o every plane 
Simultaneously. These not 
Spell may not be cast lom 


rm and 
Von the 


on 
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The lable also holds a book entitled The 
One Thawsand Names of Daath. Bt contin a list 
‘of the 1000 different names given to this 
force 


Area F2: Art Gallery 


1. The outer wall of this corridor is painted 
with a wrap-around winter scene: people in 
fur hats, and heavy coats. 

wo single wooder 

staircase. The door leading to An 

fl locked. The stairs leads up to a set of 

double doors that are sealed with ornate 
locks set with tiny mirrors. Unlocking Ihe. 


veryone on thes 
That lasts for Hd 
ares) or until spell 

ible doors at the top of the. 
A character look- 


ing through them sees a mirror image of the 
art gallery. Any character passing through. 
them must save vs, spell A successful roll 
means the character merely steps back 
through a fold in space into the original art 

alley. A failed roll traps the PC insid 
f the paintings in Room 2 as though held in 
of tife rapping. The victim ix visible in. 
painting, and can be set fece by carefully 
ng him out of the canvas with a magical 
lade (any euts into the person inflict full 
ig as per the weapon used), or by cat 

a depe magie spell on the pointing, 


The inner section of the ar p 
four statis that look exactly Hike gargoyles 
They have been treated with permanent ac 
fire spells amd glow with a ligh that shits 
Between blue and violet, Their eyes are sery- 
ing relays, 


The statues are merely a distraction fi 
the real danger: the magicil paintings on the 
walls Twa of the paintings 

{unless PC has been trapped inside one by 
[passing through the double doors in Room 1 
The other eight paintings are port 

depicting a different humanoid: à bears 
‘yaoloth a pecen hag (Maroosia, described 
in Arca EJ a bearded gnome in a rd felt cap 
Gebe described in Area Pea 
eee hood (a minor death; a voun 
girl (ya, the servant who pi 
Vasiisss a drow elf an ogre; and a kobold. 
Each painting is set in a solid 

worth 2000: 

Tf anyone stands in front ofa portrait to 
view it. the painting gradually changes ove 
VH rounds so that the portrait looks more 
and more like the person observing it. This 
iteration is permanent until anon 
ies the pain 

“There is a 20% chance, per change (now 
cumulative) that the painting produces a 

‘ofthe person viewing it. The clone 
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Hos the same weapons, —— 
nd magical items. The ems disappear 
Honc iski 

There is a 


nee be trying to con 
ty that iti the "eal" 


vince the ret 


person, and. 
Setual PC. 


vis hides a secret door 


the PCS. The serying rely for his area is a rot 
i © skyscrapers. 
m to hover in mid-air one 

foot ind. au three. 

wood but one ( 

made of gold. If 

weed (1/672) 
gray mist forms the "wa 
of this ares 


esides its phyical attacks, the lizard has a 

iriple-tiered gaze weapon. On tho first round it 

acis as a mav este On the second round 

fitim 14 «20 points f. 

ron fires magie missiles ata. 

rate of two per round (one from each eye) that 
ring great chunks out ofthe cause 34443 damage each. 

lon to the PCs, it is about six Tf the lizard is reduced to one-quarter 

the mist Without some 

the Ethereal Pane, the 


Tizard To them, 


projectiles that 
vonstor i fet 


ey sp down into 
ttc this new 
eat The PCs remain at heir current size 


6/ 146/348; AL NE: SA gaze 
R20; ML steady (12) XP 
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Area F4: Fountain Room 


a1 DMs might want to have 

elepert the PCs here while they a 
the effects of being shrunk by i 

cal flowers in Area F In this case, the izand 

es a rd bonus to armor class and hit points, 

o triple hit points and. 

age: it has no gaze weapon, however. 


Area Fa: Fountain Room 
is filed with the sound 
4 shout to be 
nates he center of the room. A pool 
the base of the fountain is filed with multi-col- 
Rising out ofthis pool is a tene pillar 
whose sides have 
monstrous heads, Out of the mouth of cach head 
Springs a ste ter of a different 
‘olor red, green, indigo, orange, violet, blue, and 
yellow: The streams are up ino the air and splash 


of colored w 


1 streams of water has a different 
(cctive when the recipient 
Stands on the grate. The red spray restores dH 
points. The groen spray can neutralize poison 

ay can cure insanity. The orange 

sing limbs after 203 

raion (or ne rund if the severed 
hed to the boty). The violet spray 
offers negative plane protection. The Blue spray 
Teste to Heals a creature that has been 


tumed to 
deafness, or blindness. 


hing the mae. 
pool must make 
MIS, treating a Rasa l 


Mer de 
‘necessary, the DM should choose eflets from the 
follow 
* Save v spells or suffer l0 points of da 
a 
poison. 
+ Sive vs spells or become i 
2 Save vx. spells or lose the use of one limb 
which withers 
^ Save ws spells or lose one point of Strength 
7 Sive va petrifcation or be tumed to stone 
+ Save vs spells of be struck by disease (OL 
332) deafness (4.66%), or blindness (67 
ara. 
The waters gain their powers by eyeing through 
ain: any water removed from the fou 
edic hoses its magi 
The eyes of the monstrous faces on the pillar 
serve a scrying relays. Baba Yaga makes fre 
ent use of this fountain (and partakes ofits 
ling, if she is injured). She does not take 
Kindly to strangers using it and sends her pit 
fiend henchmen from Area G1 to deal with 
intruders 
A secret door behind the yellow ("gold") 


vison or suffer ihe eects of Type N 
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stream leads o Area G. If the proper sequence of 


A second secret 
lends to Area F2 T 


rough 
ngo. The only i 
fame, which bur 
ilicis Idt 

within 20 est and 244 po 
Who pass within 10 foet, 
auses ds 13 points of damage 

When n 


or more occasionally v 

having used ipod incisiblity lo. 

the others. When they get bored ofthis game, 
an adounced ilusion spell to produce a 


strange ch nocd to be translates.) 
This isa ch password” that gives access 
lo Areas Games for ts translation and solution, 
sce the inside 


Ano Ars Foe 
knocks is 
used (5/3/3). The third door is of black iron and 
leads to Area Hor to Area HI if the prope 
sequence of knocks is used (3/7/2). This door is 
also wizard locked. 
Using this area to pass to another is bighly 
dangerous, due to the pit Fiend’ ability to detect 


Area GI: Pit Fiend Lair 


veel and detest chanco 
that one pit fend will be whichever room the PCs 
emer (Room 1, 2, or 3). Fortunately, the noise of 
v pit fiends’ tag game and the shadows cast by 
the flickering jets give 
attempts to move silently or hide i shadows, 
The pit fends are Baba Yaga he 
do her fighting for her. If Baba Ya 
thieves or vandals elsewhere in the hu 
orders one of these pit ends & 
‘rea and deal with the probler 
Each pit fend carries a dimensional key 
bronzed chicken foot) that allows it o teleport 
between areas. Each also wears a collar around iis 
neck made of magnetized stone. Should the pit 
fiend disobey or betray Baba Y 
focuses an instantaneous disintegrate spell upon 
ite wearer. The collar can be removed only wilh a 
anish spell, which turns it to dust. Should a pit 
end thus be feed of its servitude, it makes its 
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Area G2: Escher Stairs 


nd exis to Baator. 
There is no seryimg melay in Misa 

vds anc unable tise heir gate 
ow. 


Bastezu, Pit Fiends he AC -5; MV 15 F124 (CI 

D 13 hp 61,63,71,64; THACO 7; FAT 6; D 
Mi /144/146/146/246/245; AL. 
poison, constriction, fear aura; SD regener 
Ralf damage from silver weapons: MR 507 
fearless (20); XP 21000 cs 


Area G2: Escher Stairs 


This area is desi 
consists of a cross-shaped roor 
ft the ead of 


cross. . 
imo darkness. 
No matter how the PCs ente 


they sip into 


‘the room through a pain wooden door that floats 
the center o the room, one foot off the floor. 
This magical door c iA 

ena glass window set into the door isa 


other four doors 
sto darkness, M he 
nicae followed, it leads to the original oom 
itc 200 fect. Conversely, anyone de 
Malrcases between the arme of the cross 

Senden arrives fter 20 feet, at a door that 
ade back into the original room, Staircases thal 
correspond hear ihe same number. 

The mike 100 tect of cach stairway 0 feet 
in rom eter o its two entrances) is filled with a 
ica darkness A Hgh or dispel magic pel wil 
eS Q0 fect of this darkness away at a time-but 
fhe darkness returns after 2d rounds, 
fing the darkness or searchin 
by tomet can the exiis from this oom be found 
There is a silver door leading to Area F (or Area 

bös proper sequence of knocks: 8/4/) in 

Staircase 2. A bronze door turned 
Verges kads to Area M (or Area MI with the 
proper sequence of knocks: 5/2/1) in sire L 

PA piain wooden door in Staircase 3 leads to 
Ca. Around its door frame is inscribed a verse, 
Serien in strange symbols (Ht must be rane 
Tated. This is the clue to the “password” th 
vc access to Areas Gia for is translation and 
ution, sce the inside cover 


ira Staircase hat leads up 


Area G3: Orchard 


This area is an orchard with apple trees and a 
de de deep stream of cream. The first five feet 
f cach bank of the stream is made of pudding: 
Shyone stepping, into i sinks to a depth of six 
inches before finding solid purchase, There are 
acre bushes and rounded boulders 

"The area is enclosed by a ring of hurricane 
force winds that have ree times the power ofa 
dst of wind spell. (The air inside the orchard 
te sill) Anyone venturing into these winds 
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Area G3: Orchard 


winds ako form à "ce 
30 fct above the orchard 
V in this wiring mass 


Stepping into them imo those areas. Each is pro- 
tected by an aidance spell which 
overcome before he portal c 


‘and pudding banks are 


athol in each Ie serves as a serying rey 


tree has a blue ribbon ticd around 

of itx branches and bears magical 

Si these colors (141 of each color) The re 
his tree act as potions o 

and the golden ones as 

fg an apple takes late 


rounds, Picked apples remain fresh (and magi- 
‘ally able) for 144 days 

"This apple 
1s violently to evil c 
owes away from anyone trying lo pick is fru 
IW must be talked into giving its apples up (easy 
fora party that says they are enemies of 
‘Yaga whom the treant hates for imprisoning it 
ete) The treant would love to scape the hut, 
and will cooperate in any attempt to fre i 


7; hp 36; THACO U. 
MAT 2; Dong 248/248; AL CG; SA animate normal 
troes SD never surprised; MR nil; ML. champion 
5) XP 2000. 


The other inhabitant of the garden is la, the ser 
vant gil who preceded Vasilisa. Ila disobeyed 
Ts Yaga, and sniffed one af the black flowers in 
area F. Asa result, she was polymorphed into a 
den hedgehog. 

iba Yaga coulda’t bring herself to kill the 
girl for her disobedience, and instead found 
Soother use for hor She has imprisoned Iya here 

the orchard, and calls upon hor from time to 

Uya is the 
twill allow lo pick the bene 
She befriended it by giving it her only 
Posession-her blue satin hair ribban.) 
Tiya has existed on a diet of apples, pudding, 
ery fa When 
e PCs arrive in this area he immediately hides 
inthe nearest bush. She desperaely wants to be 
Turned back into a little girl again (O-level 
human), but is wary f strangers She would aho 
like to escape the hut, but is terrified that Baba 
Yaga will Kill and eat her-cspecially after her. 
remarks that Hiya has grown "Tat and juicy." 

T the PCs help her to escape the but, i will 
tum out that Iya i the daughter of a powerful 
ruler: She herself does not realize that she is 
princess (she was swapped at birth for a ser 
Nant child by a vindictive nurse) but her true 
parents have just learned this fact, and are 
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area, and attempts to caution the PCs abo 
ouk they start to speak of aiding her. S 

escribe the general appearance of most of the 
teas on Level he 

Contents She does not know 

rocks 


Hedgehog yak: AC S MV 4; HD 1/2; hp 2: 
THACO mil; AT nil Drg il AL LN; SA mi SD. 
Ai MR nil ML unsteady (6% XP vi 


Area G4: Stables 


1. At the center of this dimly it 
Pile of silver shavings (total val 
SOM pph. A horribly twisted figure w 
ace of a dwat, iota rat, clawed han 
bind, and grayish, snakelike skin is shoveling 


Area G4: Stables 


this treasure in through the open door af one 
Df be horse stalls at the rear of the room. The 
Sre securely 


Around the edges of the doar on the left 
"A set of double doors at the opposi 
atures excellent Jocks (20 
is rolls) and are addition- 
Rily barred and zt locked. Behind th 
Ties the Ethereal Plane 
A wooden door banded with strips of 
bronze that has turned green with verdigris 
ende to Area M (or to Area M3 if the proper 
Sequence of knocks is used: 8/2/1) A 
Wooden door banded with strips of black 
Fron leads to Area H or to Area MH with the 
proper sequence of Knocks: 3/7/20. 
secret door, hidden behind a dusty sad- 
ae loih that hangs from a peg on the wall, 
ids to Area G3. A verso has been crudely 
scters (i must 
clue tothe password 
that gives access to Areas Gl for its trans- 
lotion and solution, seo the inside cover 
Aiken chunk of mirror, propped a 
the opposite wl isa scrying relay 
The fare doing the shoveling i Joly, 
fone. He was once 
sr who served Babs Yaga asa body 
portion of 
ted upon 
io unt he became a bruken ane, Now he hs 
boen assigned to tend the ssbles-a lask h 
Considers to wy for a able fighter 
ola has retained his hit dice he was 9th 
tevel) and THACU, as well as his ability to 
ast enlargement on iride upon himself, 


eend 
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Jolnag (Broken One): AC 3; MV 9; HD9; hp 31; 
THACO I2; BAT 1; Dmg Idi /1d3 (cine /claw) or 
24 (shovel); AL NE SA nil SD regeneration; MR 
fil M. steady (1): XP 1.400 


Joinag knows what the stalls contain (the night 
unts of the forces of Light and 
ness), I intimidated inte talking, he can 
that these forces have come to pay homage to 
Baba Yapa, who can sun T 
Jolnag als knows all the sec 
required to access Level 


scratches on its handle amd n he secret 
Kak (A bali: hone ane scratches on some han- 
les but they ane completely unrelated to the sect 
necks) fly will do his 
PCS perhaps 
shouting or help fnm Babs Yoga I is in a eed 
wos she jest might ak one of the pit Bede fn 

a FI o teleport in 
Jona has never bee 
not know its pavswonds-but he 


3, The door to th 
mount of ih 


are has physical form now; 
the horse 


4. This stall is empty: Those who look carefully 
at the flagstone floor can soe that it has hook 
Prints burned into it, A single horseshoe that 
flows with a faint ed light ies in ane of the 


Nightmares d AC 4; MV 15, F136 (C); HD 696; 

hp 37 each; THACO 17; WAT 3 Dmg 

14614/1464/244; AL NE SA burning hooves; 

SD paralyzing cloud; MR nil; ML elite (13); XP 
(X0 cach. 


‘Area Hi: Baba Yaga's Bedroom 


This area has been built on two levels-à low 
siting room, and an upper bedroom, Twin flights 


jaba Yaga's Bed, 
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The sitting room is illu : 
rounded bay window that has à seat below 
it. The view (which gradually changes, as if. 
aireraftmounted camera were p 
wscape far below) is of whatever wohl 
ut currently occupyin 
"either side of the 


window 
ande, and 
has a han- 


tig room is also furnished with two 

coches and a rig whose patter forms a por. 

irait of aba Yaga's fce (The eyes are cg 

relays) Behind one of the couches i a secre 

door leading to Area H2. It is both wizard 
laf ad marked with a yon sog 


The upper area, or bedroom proper, has an 


abe arm 


"yn, an oval able, ad a 


functions ava ag 


is wimgshuped arme cloning in pon any 
one who sits in it except Daba Yoga 
Ne ar vanity able wi 


are three ps 


spelbooks, each with dil 


rea H2: Treasure Vaults 


pletes spell cannot be cast from them. 
Then is 10h chance that Baba Yaga will 
a when the PCs enter it. Otho 


intrude into this private sanctum, telepor 
Area GI and returning withthe pit Bends 
los the intruders av 


Area H2: Treasure Vaults 
this wellguarea treasury, Haba Y 
‘wealth that she has accumulated in her travels o 
ondesds of different worlds. Each room holds the 
. million gp worth of casum. 
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The vaults are guarded by a greater 
hat has a bare appe: 


PCs entering this vault must save vs. spells 

penalty or suffer the same effects as 
those produced by the spell eompulsceo 
while in this room, 


‘ition tots usual powers, his yg 
‘an cast mirror image once a day, with the uni 
ability 

“dently ofthe real yugolots (for example 
1o block the entrances to the vans while 
Yugeloth fights). I atso is immune to most 
affecting attacks, as if it had a perma 
Mant spell cast upon. 


uncut diamonds to 
stones. All ane stored in vele 
ein pouches. There 


ny precious 
ined fiat cases 


Vo the ceiling. One, an 
po 


immune toch hold polymorph, sleep. 
spells Nit only by +2 or better magical wospony 43. This vault holds jewel stored in shelves or 
MIC M nonc (IS NP T ‘elven display cie. There are cow 
S» ded lel ting and 

ms, There ae also 
king pocos made of dark, twisted 
Sie made of eather sr sly 


necklaces strung with glass beads, and jew- 

the yogoloth attempts to dag the PC back into ley made of a strange substance (plastic) and 
this room, where the fight can continue with set with flashing lights. A tiara, displayad ina 
of being any valusbks. «case at the middle of the room, is set with a 


doors le, 
wizard locked. Additionally the door leading 
To Area HI is marked with a seno do 


1 has been set 
as a serying relay: 
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Area H3: Clockworks Area H3: Clockworks. 


This 
ches 
One full rotation of either ro 


rea takes th 
at rotate against each other so thal the 


m of two gear-shaped 


their outer walls mesh like teeth on 


hes up withthe correspond 
ther room. 
‘Once every 16 sounds, an archway opens up 
s irom Room 1 to Room 2. (The 
m open on the map.) PCs ma 
= must do so within one round or 


3, regardless o the rotat 
A secret door in Room 2 is likewise always lined 
up with Area H2, regardless of the rotation of 
Room 2. This door f wizard locked. 

PCs entering this area must save vs. par 
Iyzation or sulfr a -2 penalty lo attack rolis due 
to dizziness (rom the rotation. 

hof the niches in this area hat does not 


with aed pen 
those produced 
pointsa 

found spent. 


5. This vault holds anti 
treasures. There an bln 
glass goblets, silver tea sets and spoons, 

laid wooden end lables, plush wool rugs, 
ics delicately painted. 


‘sbi in this room. 
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Area H4: Skeleton Closets 


glowing numbers (digital clocks 

Each clock i set to a different 
is filled with loud ticking, and every kew 
at Teast one of the clocks will either strike 
hour or ring an alarm bell 

locks (ome in Room 1 and two 

naga and produce a fenen 
pach lime they’ strike à particular hour, While 
PCs îs a 73% chance that 
fone of these it. Any charac 
ters in the 
penalty 

Each of the m. 
effet: a grandfather clocks b 
Sam eects. à chinne hu 


locks loud alarm bl prod 
‘Taos of tees. 
‘lock’ hil w 


‘powered 
plicanes the eects 

ks may be rest for the 

‘(The DM may 


one goes off while the PCs are in the 
Toom; dhe next two clocks go off 65 minutes later 
Ana thace hours ater resp 

The srying relays in this ama ar an 
into the door of a grandfather clock in Room 1 
and he glass dome ofa tabletop clock in Room 2. 


Area H4: Skeleton Closets 


This long. twisting corridor is only dimly lit by 
Tanterms whose fel ix nearly depleted. I has 14 
rent doors, all of them wooden with pla 

bas handles excepi for one door wilh a 

‘ane; this door leads to Area G (or lo Area 

i correct sequence of knocks is used: 2/1/6) 
Heading to Area H2 i iind hick 


10 


AN the other doors open onto closets. Inside cach 

is a skeleton dressed in rotting leather 

armor or corroded plate mail. f a close door is 

‘open, the skeleton inside immediately springs 
1. punching twice each mund, 


dice (and are turned as 10 Hil Dice 
nd hit points, and a lower 
sr inflicts only half dam 
) per vial, but due to their 
i these skeletons are vulnerable 10 
K to manl and stone to flesh spell, 
jer of these spells turn them into formless 
blobs, destroying them. 


monsters), THACU, 
ast 


ACS; MV 12: HD 10; hp $1 cac 
THACO TI: PAT 2; Dmg 248/248; AL N; SA SD. 
immune tochirm fcr, hold, and sleep, and cold- 
or fire-based attacks, lake half damage f 
Sige or piercing weapons; MR mil; ML special; 
XP Loch each. 


The first two times the PCs apen a closet door, 
they confront only one skeleton. The third timme a 
door is opened, however, all the closet 
s fly open and all the skeletons leap out to 
attack. AL the some time, the corridor i plunged 


a9 


The Deadly Dance 


Area MI: Creature Cabinets 


into inky blackness. Both normal and magical 
Sources of illumination are extinguished. 


st they 
ner that i does on an X-ray photo 
This gt the attacking skeletons can be 
w. white forms. The PCs bones and 
armor ase the PCs may 
eatockes by thee own companions: 
Any PC who declares that she is trying to 
determine whether the skeletal figure facing hes 
nd or foe automatically oses in 
that round. 
Tete is no crying relay in this area 


This room is ills with a dozen glass-fronted dis- 
play cases of varying sizes. Each holds a motion 
Wes (apparently stuffed) animal in a diorama of 
its matiral setting. A hallway bisects the room; a 


gold door on one end leads to Area G (or to Area 
Exit inc proper sequence of knocks is use 
2/4) The door at the opposite end of the hall 
Soy is made of frosted glass. 
‘A secret trap door inthe foor between two. 

be cabinets leads to Area Lz gravity reverses 
{feet part way through so that the PCs wind up. 
iun into Area L. The door to this display 
iei onse; there isa 50% chance that, once the 
Sere door has been opened, vibrations from the 
piston in Anea L will jar the font of the Display 
Case causing ito swing open 


Cabinet Sis empty: its glass sides serve a crying 
vr lass display cases contain 
mole a beaver chipmunk, ferret, fox, 
* nk. monkey, opossum, rabbit, raccoon, 
Bic Aying squirrel. Each e very much alive; the 
ation as jars of presercation, keeping 
feature in suspended animation. Openin 
"ss front of any display case breaks this 
enchantment, frocing the creature within. 
While these might appear to be harmless 
mas, oli that Habs Yaga 
has magically infected with vampirism. 
TES PC hooks closely at an animal, he can tll 
ot thene f something peculiar about the animal's 
wh Du close observation is dangerus; any PC 
ho tooks carefully at an animal meets its paže: 
Unless the C saves vs. spell with a -2 penali 
Character is charmed and fees compelled to open 
the display case and stroke the animal inside 
Teach vampire animal has a higher thar 
ateligence (2 and pretends to befriend th 
cho opened ies display case. It plays the pa 
Herota pet until there is an opportunity to feed 
Sarreptitiousiy upon this host (perhaps wi 
PC is sleeping). 


Vampire Animal: Int avg (8); AC I; MV 4-18, a 
ama, small; HD 8+3; hp 39 each; THACO 13; 
EAT 1; Dong dà AL NE; SA gaze; SD +1 or belter 
masgical weapon to hit, regeneration, immunities: 
‘Mf nil; ML avg (12); XP 3000 each, 


50 


The vampire ani point 
per round. Upon reaching zero hit paints, they 
assume gas and must he Back to their 


à is both 
intact and empty 


Tom cold or electricity. They can assume gaseous 
form at will and can spider climb, bul cannot 
shape chang. 

The vampire animals have all ihe sume 


fof the bat that pive, 
D 
only summon. 
side the but 
Due to ihe 
by a vampire animal to 
results in that character fe 
animal and wanting to pot it 


Area M2: Chamber of Hallucinations 


tying relay 
PCs first open any door. 
this an empty 050 
stone walls and floor 

Sach wall 


Area M2: 
Chamber of Hallucinations 


Doorways lead t 
MI, M3, and Ma 


u Any ch 
teit or who use 


essay «lishe 


sion in which only hallucinations and luc 
it. Fach character entering the rao 
rent landscape-the DM can choose 
leer gsm or make up ther: 
idles plain of bubbling mud pits and. 
v geysers under a sky filled with ominous 


«ed by howling winds 
stir up clouds af snow. The clouds take on 
monstrs, ghostly shapes, 

The bottom of a railed pit whose walls are 
smear with slippery groom a 

A menacing, Shadowy forest with dozens of 
pairs of glowing red eyes peering out from the 
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underbrush. 
‘Aju 
obsidian, across which acrid ye 
blows 
A batiefild upon which rotting corpses lay 
[m 


«d landscape of razor-sharp volcanic 
low smoke 


cep, picked at by vultus 
The PC can interact with the hallucination, 
manipulating objects and mowing across the 
JM might care to assign 
damage (or example if the character falls into a 
wd pit or is eut by obsidian), no actual damage 
cur. Any items the PC picks up vanish as soon 
the PCI 
The hallucinations inthis are cannot be dis- 
pelled.disblieved, or seen through by means of 
Spells os - 
set, but a result of he character physi 
mion o dream 
ers and describe to 


his or her character sees 
aeret to leaving this an em 
PCs must all a exit looks 


‘one player to another, 

y. As each player de at his or her. 

acer is looking fora way out of this area, the 

DM should ask, “What do you think this exi 
would look like? 

As soon as another player desc 

ar, his or her character appears in the 


play 


ppeni 
Biher through such spells as ESP, group mind, 


rappari, cepa, thong broadcast, and thought- 
arus, ar through psionic powers such as contact, 


psychic messenger, send thoughts 
orsightink Once contact is made, TM 
port to one another's hallucina e they 
Row know what the other character thinks the 
rain should look like. Alleraatively, a PC may 
tise eate retire, lsat object to find the oth 
A find the piel 
he room, but the spell « 
snake thcir exit 


Area M3: Testing Labs 


items she has created. Tho xcrying relays in this 

a ane three glass eyes. They are invisibl 
they levitate Curr, they hover in Rooms 
and 3, turning to observe the PCs 


1. This room has three doors, One is a French 
door with panels of blown glass that offer a 
ted View of Area M2. One of is wood, 
has boen decorated with an image of 
thew dome in gilt paint. H leads lo 
or to Area GA, if the proper sequence 
of knocks is used:6/2/4). A thi! door isao 
cellent lock (:20* o open 
temps) and is also wizan lack 
There are two ornately carved cabinets in 
this room. Hoth are locked. Inside one ate a 
mumber of tray-like drawers, divided into 
Subbyholes that hold various ache 
Sances: powde 
Stones, simples of dried dir 
And chemical powders. Inside the other cabi- 
Ret are a number of raw materials for making 
magical items: wand-shaped pieces of wood, 


‘can be made into rings: blank pieces of vel- 
Tum and parchment for scroll; and inks in 
every coloro the rainbow, made from vari- 
fous alchemical solutions. 
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This room contains two tables, cach with a 
in ont, A variety ol the co 

Dents from ihe cabinets in Roo 

Out across the top. 

hab 


M staff of poseer 


Yoga is y ‘Most 
properties T 
alts lightning flr 
er, not the 
e. The ray, 


en powers work, 
aimn is ofk thers ia 30, 


Strikes a ran. 
dom creature within ronge (but ac 
Wielder). The come of cold and fra fo 
tions work, but theire ! 
living to cast The 
lebe of inoulnerabitty power works, bu 
Within it go olf inside the globe 
ors tobe bare, but isin 


abe 
fact covered with papers that have boon 
sprinkled with dust of disappearance HE thie 


dust is blown off, a map is even 
shows Area Gc (minus th 

labeled "Death Trap, Upper Sei e 
are also two pages torn fom a spell hoar 
One sheet com l, with 
comments on the possibility of combining 
the effects of kage prison, rers metana 


Phosis, and minimis containment The other 
sheet the fonscnge spell. 
Another pap. Soles on how a 


Wizard might cast a spell that duplicates tha 
rit spell abjure. A iol piece of paper coc 
tains lab notes on experiments in agenti 
the powers ofa mirer of ie 

ley these notes ar 

ot be cast fom these 


The walls floor, and ceiling of this room bea 
the marks o the experimental spalis ciat 
Within it. All radiate a strong aura a 


Area M3: Testing Labs 


Some surfaces ar 
are pitted with acid 


oil. Tarry black gunk d 


(the re 


Points of damage 
Multicolored 


the same calor as 


fone hour If picked, the mushrooms rema 


fresh for ld days 


mushroom patch leads to Ar 


1 ta 
ter. The pits walls 
metal. Loose metal 
Any character in m 


re blackened, and ot 
Or stained with streaks af 


rooms grow ina clump 
er eating one tums 
mushroom eaten for 


A secret door behin 
ea N. 


th 


nd à locked door is a hallway leading, 
room with a pit at the cen 


are made of magnetized 
Objects ly toward the. 
tal armor who advances 
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Area M4: Armory 


o within five cet of the pit must make a 
Strength check: if the check fails the character 
fs drawn into the pit and slowly sucked imo 
ts depths. 1 takes for rounds for a victim to. 
completely disappear into the pit. A victim. 
con check e 

tive penalty of- 


cl witha St 
ther 

number of checks, 

the number of ronds remaining before the vic 


im is pulld nto the pit: each attempt fier the 
first is subject to a cumulative 3 penal 
The pi d with swirling dust and 


appears to be MI feet deep. It contains a per- 
ate spell that destroys any 

enters it. Baba Yaga uses it as a 
led or dangerous magical 


Area M4: Armory 


examples of armor fram sev 

There 

rach displayed on a 

" 

) hat serves as a mannequin. The 

includes armor made from bamboo slats, 
e ristic looking, 


aba Vaga has visited 


mummified humanoid corpo (preserved with 


2 
riot shield and 
War 1 Ge 


3n elabo 


nnequins holds a weapon 
mor: included in the collec- 
ion are a sharhi of frar whose emblom is a Medusa 
eod (t fonctions as plate ai of foar), a rtf war 

scimitar of spool. There ie also a World 
War I vintage hand grenade, which the DM 
should describe asa mace. Any character using 
is “maco” has a 255 chance (per battle of caus- 
ing it to explode, inflicting dé points damage in 
a Afoot radius. 

A plain wooden door in one wall leads to 
Area M2. A spiral staicase in the opposite wall 
‘winds its way up 100 feet toa trap door 
access to Aroa L Gravity is reversed on the other 

ap door. The other exit in this room is 


With a skull-headed hilt has been thrust 
Engraved on the Block are the wards: "The war. 
rior who draws me shall command the dead." 
This intelligent weapon is chaotic evil 

alignment has been concealed by an undetecable 
alignment spell. The sword is a «1 weapon and 
has an intelligence of H, an cgo of 16, and the 
ability to detect good in a toot radius. ts spe- 
ial purpose is to kill lawful 
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when in pursuit of this goal it can cast animate 
dead (as a 20h level wizard) once per day on all 
corpses within 100 fet of its wilder. The dead 
"come zombies who fight along with the owner 
‘of the sword. 
Drawing the sword from the stone requires a 
end bars /it gates rol. Anyone succeeding mu 
Is or be cursed with an alignment 
ange to chaotic evi The character cannot 
e sword away until a remane curse spell iS ca 
The character fights anyone who tries to take U 
weapon before hen. But once Ihe remove curse fs 
nent reverts to narmal 


{allen warrior from a highly mechanized work, 
The ghost appears fo be 
ery implanted in its 
replaced with a glow 
‘and both legs hi 
chinery is wearing a bI 
in military logos and insigni 
Instead of striking with its hands, lh gl 
shoots a laser built into one of its mech 
ms lice a round; à hit causes the aging 
THACO is normal and range is 60 fet 
The ghost materializes when a PC touches 
amy ofthe armor in this oom. Iris utterly loyal to 
Baba Yaga (whom it refers to as "the comm, 
der") The ghost cannot leave this area. 


light while one of it 
te been replaced by 
jumpsuit covert 


Ghost: ACOorS MV9; HD M;hp S7; THACO I; 
HAT 2; Ding 1044 years: AL LE; SA viewing 
‘causes aging, pani, magic jar; SD hit only by si 
ver or magical weapons: MR nil; ML; XP 7,0 


Tempo: Allegro 
Level 3 ofthe hut is intended for characters of 
{8th level and up. No passwords or secret knocks 
are required to move between areas Gls, GX and 
3c these three areas are all part of the de 


trap and are connected to me another 
Accessing the control room (Area CA) at the 
center of this level, however, should prove 
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Area G3a: Lower Level of 
Death Trap 


hehe difficult Each of the secret doors hang 
fully concealed, i can! loci 
vl is protected by symbol of est. In addi 
one touching onc f these doors must sav 
=I penalty or suffer 
"uses them to forget all abot t 
The control room itc is protected by a fr 
ballen spell The password (which must be spo- 
Yen in Baba dog n is "Open 
doors to me, hea 
PCs probably vil have to overhear Baba Yaga 
her minions has been entrusted 
herself is unlikely to use it; she 


with it. Baba Yap 


Within he 
"aba Yag 
upon the control wom. 
The mirrors in a 
g relays. They € 
ans (even by m; 


12 Cla, G and Gle ar 
vot be broken by phys 
pons) amd save 


E sas 290 evel wizasds, 


scala 
Alf maps ae at th 
[re 


3 


Area G3a: Death Trap, Lower Section 


Baba Yaga has already tested this tap on the 
Tight, Darkness, and Twilight, and she 
ore on Death. She 

Enemy 


the pa 
The ceiling of this ae 20 fet high; a hole at 
the center leds to Area GUD, Four concave mirrors 
fective plass face an dll shaped 
e pit emits a rapidly flashing ih 
jonstanily changing sounds accom. 
flashes, A low wall, one foot hig 
ids the pit. The wall is covered wi 
inkak with honda f prices gem 
leads primarily to the Ne 
; but also cycles through a pro. 
grammed sequence that connect it, for a fraction 
Bi a second ata time, o each ofthe other planes, 
the inner, outer, prime, astral, 
in turn. Through it, Baba 
faga hopes o lune and rap Death 
Anyone touching the ledge surrounding the 
jt opens a gateway into the Negative Material 
ne and eeleases 10 shadows: Due n the gates 
vanity the shadows have higher than normal. 
"dice and hit points (and correspondingly 
ACO) and are turned as special undead. 
wnediately attack any living ere 
and How back into the pit after redu 
ivi creature in the area o a shadow 


Shadows ddr AC 7; MV 12; HD 646; hp 42 each 
THACO 15; SAT 1; Dmg Idiel; AL: SA drain 1 
point Strength per touch; SD immune to charm, 
vid, sleep: M nil MI. special; XI 1400 each. 


The mirrors on the wall are part of a gigantic sorp 
martie, designed lo contain the force Death al the 
‘emer ofthe room. They are, as yet icomplete-but 
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Area G3b: Middle Level of 
Death Trap 


ares dangerous Any character pasing in ín 
a miror must make a saving throw vll w 


ae though subjected to a at 
ee spell. The elect i pe di. 
pellet at wh aulem. 
Shock oll suffer poine 


When Baba Yaga « E 
toets herself with a ait (xin spell 
Area Gib: Death Trap, Middle Section 


This part of the i 
character passing between the four lr 
Set into the walls (inchoding 


rs, suffering ode 
They must save vs par 
on all attack rolls due to aw 
escape until the aea stop» spin 
ning-unless they can make bend hr , 
rolls. Any character making a successful roll can. 
chow his way lowand a door, 

Those at the center of the room (anywhere 

the four mirrors) re thrown inward ioa 

point, and hang suspended midway 
between floor ard ceiling, On the first round that 
the trap goes of, they must save vs. spells with a 
penalty or fall victim t a ea spl hat 
lasts until the room stops spinning, The room. 
stops spinning only if Baba Yaga reves it-which 
con only be done from the control mom-or if it a 
pish spell is used, They can be alo fre rom this 
elect da reversed empl stasis opel is cast upon 
them before they are imprisoned (aec below) 

On the anyone at the 
the oom must save vs. spella so 


th, however, they are trapped inside the mir. 

Jot images of the victims can be seen on 
sach of the four mirrors. I thom len. 
the victims are forever lot. Otherwise, they can 
be feed using a reersed imprisonment spall The 
DM is free to decide what other creatures are 
ed from. ta Yaga has testi hor 
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‘Area G3c: Upper Level of 
Death Trap 


wom gen 


Map on all manner of beings 
While those tapped 


the wings of 
clutches of this trap, Anyone trapped in one of 
v ings can use a ine sap spell to move freely 
(esp ng) for k13 rounds. A rev 
time spell might al 
wen o free those at the ce 
The mirrors on the walls reach from flor to 
dare slightly convex. The ceiling in 
6 20 fet high. A dome of glowing bars 
blocks the hole in the ceiling (see Anea CX) 


ceiling, 


Area Gic: Death Trap, Upper Section 
« lloor of this room. 
glowing bars forms 
circle around this opening, effectively blocking 
‘ff the center of the room [rom is wings-and also 


blocks the opening itself. This frcrage cannot be 
dispelled. Anyone passing between its bars 
sa through the 
ihe floor) must save vs. spells with 9-6 
become he victims of a hinding spell. 
Trcorpowealereatures that fail their saves are not 
‘only bound, but changed into corporeal forms 
that can be held within the hrs 


Each of the wings of this erossshoped aea ends 

ma point whose walls are covered will flat mir 

ach of these mirrors bears a mouth (similar 

ell). The mouths create the 

finding chanting continuously. I all 

‘ight be silenced, anyone inside the forcecage is 
nelonger bound. 


Area G3d: Control Room 


The control room is dominated by a large, high 
backed chair carved from a single piece of ivory. 
The chair is inscribed with n 

A med velvet cushion pads the seal The 
back contains a seris of shelves; Baba Yaga's 
spell books are kept here. The DM is froe to fill 
these with various high-level and unique spells 

Baba Yaga’s magical cauldron 
es on the oor nearby, 

The mirrors that line this mam s 
ing sce for the sering relays found throughout 
the hut Some ae permanently locked onto a par- 
ticular area. Others can be used to view a variety of 
anas. Any of the mirrors, once locked onto a mom, 
an be set ho act ina manner similar to a mirror of 
Tetemion, playing back events observed by a par 

icu crying relay during the lst 24 hours 
Mirrors 1-3 are always set on Areas Gla, 
and Gie. 
Mirrors 4-13 can provide views af the areas 
cover by serying relays on Level 1: Anea A (a 
‘yes: Area B (mirror in ceiling); Area C (eyes in 
Slove); Area D (golems” eyes Area E (hell hound. 
syes): Area F (sunflowers); Area G (door 
Knobs); Area H (illuminated balls; Arca J (m 


ef inlaid silver 
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tors) Area K gem in samovar); Arca M (quasi? 

yea; Arca N (beholders” eyes): Area O (knob in 

op door); and Anca P (ater font) At any given 
f these aneas ane nol covered 


Mirrors 15-24 can provi 
covered on Level 2 Area FI (cryst 
nh Area F2 (statue eyes) Area F3 (radar dish) 
Area FA (eyes on pillars); Arca G2 (w 
Area G3 (knolholes in trees); A 
intor); Area H1 (eyes in n 
gem, lara, portrait); Area 
‘Area MI (cabinet); Arca M3 invisible las eyes) 
nx Area Mi (armor vi "s 


Vaga sits inthe cha 
PCs have pros 


i Baba Yaga’ personal atter 
on elsewhere, she is se 

lein 
dc. er drink. A Mondok’ fil low alerts 
Wer o the prsence of strangers in the contro mom. 
and he immediately treo fac theintmaden- 

Baba Yay 
control mom. If seriously outmatched she tem- 
porary tekeports away to summon her mi 
{pit fends in Area GI, clay golem in Area D, 
quisitin Area M). 

From actions of the hut can be 
controlled. Its legs can be directed to walk, run, 
‘oF fold up beneath it, or can be made to danc 

ito plime shift o another wor 


also be con- 
The chair rolles-alowy 

hus 

Fepositioning to face any of the mirrors. By 


merely thinking a command, any of the mi 
dy permanently 
en be lacked onto particular location. 
Additionally 
control the clay golems in An 
toys in Area N, or the spin of Area 


commands from anyone cle who sits 
in the chair-unless that person can dominate the 
hut in the same way that an intelligent weapon 
must be dominated (sce DUNGEON MASTIR Guide 
Appendix 3). The PC must compare her personal. 
ity score (intelligence + Charisma + Experience 
Level, reduced by lost hit points) against that af 
the hut (30). I successful, the PC can temporarily 
control the huts actions-until she is ousted from 
the chai by Baba Yaga. 

‘Should Baba Yoga be killed the hut acknowl- 
‘ages as its new mistress ar master the first person 
who can dominate it. A« soon as domination has 
Been achieved once, ined not be teste again, 

mpts at dominating the hut result 
in a magical backlash. The PC sitting in the chair 
must save vs. spells with a - penalty three times 
the effects af three spells: Minds: doaf. 

ness; and poseer anord, tm. 


* 
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Concluding the Adventure 


Concluding the Adventure 


Baba Yaga 


CLIMATETERRAIN: Any 
FREQUENCY: Unique 
ORGANIZATION: Soli 


INCE: Godlike Q5) 
ALIGNMENT: NE 
ARMOR CLASS: - finches dexterity bonus) 
MOVEMENT: 12 
hp: 130 
THACO: 3 (includes strength b 
NO. OF ATTACKS: 3 
DAMAGEAATTACK: 419 c ae 
(claw) 241009 d 
SPECIAL ATTACKS: fe 
spells 

ICIAL DEFENSES: «| 
hit; non-metal weapon to hu w 
regenera 

old spells. 
MAGIC RESISTANCE 
SIZE M (5 tall) 
MORALE: Fearless QU) 
XP VALUE: 30,00 


à 


Str 21, Dex 18 (2 reaction, +2 to. 
Con: Wis2 Cha 3, 


ba Yaga looks like 

kled face white, langled hair, and bony 

Her face is hideous to behold, with a long warty 
ses tha 


she pretende t 
aid of a lick. 
K, strong, and ail 


heal, she tends to attack only hose who pose a 

threat to herselt, to her bu 

Thieves anc espe 
"Being eho ane polite to Ba 


respect the 
of her home find her willing to converse 
with them. She is difficult to deal with, b 
tempered, impatient, and rade. However, sh 
font of knowledge of al things magical, and is 
bound to know a number of spells that 
unknown on any particular world, and shes will 
change her knowledge far wealth or sr. 

he also owns a vasi qu 

TC seh 
however E 


Med war 
"question asked af Baba Yapa f 
equestioner by 1410 years The 
hi not realize that she is aging until 
her companions remark upon her changed appe 
ce, or until the aging causes change 
sae 
à» who uses hem fo extend her 
ally long lite span. If questioned 
aba Yaga replies: "People who 
h go old beo 


fern 1o Baba 


ready’ unna 
about the: 


spot for the young gi somelimes sent 
by their families to live in her hut as servants. 
Baba Yaga usually does not harm the, 
their alignments are good. She alw, 
hem work hand and is often short tempered with 
them. Only if they vex her severely wili she pun 
{sh thom. Punishments commonly take the fort 
sending them home without the magical item 
she usually gives to those who have acted as her 
servants for Iwo full years. especially 
harsh with lya, the serving gil who disobeyed 
t: Even then, Haba Yaga did not kill the 
y turned her into a hedgehog, 
this way 


Yoga is no fool. She is 

highly suspicious and trusts no one-even her 
specially cau 

ve creatures she summons fro 

emental, and negative energy planes to 
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or her She keeps these servants 
always keeps à 
device 


i with magical spells an 
wary eyon them with her ery 


Speclal Abilities 


Baba Ya 
ane independen 


has a number. 
ber eee abilities 
Due io her great powers and ev 


nas 
Save vs, speis at a 3 penalty. Ieis si 
wizard spell fear, eve 
Sous its victims to floe i panie although thene is 
they are hok 


approach 30 feet o he 


Instead 
Vagas feet, be 
choose log 
lassi a 
hos There e 
against the gets due to fear, D 
Tank causes the victim to tem 
points of intelligence, due to extrem fear, unti 
the task is resumed. Failure to complete the task 


within the allotted time causes the victim to 
become insane 
aba Yapa prefers to let her minions (crea 


turos drawn irom other planes) do her figh 
While she stands b 

into melee, howev 
teeth or with her f 
and sha 


of Baba Vagas claw attacks n 
Type poison, 

fe Baba Yaga regenerates 
ich round, reges: of what cause 

Ier head oF one 

the severed member fi 
nearby and continues to fight or cast spells, u 
iget an opportunity to rejoin the body. The 
heeded for a head or limb to reattach itsel 


determined by the hit points dealt by the sever- 
low. For example, if Baba Yaga’s head were 
Nerd by a blow that inflicted 12 points of dam- 
e the head could be reattached in four rounds 
‘Although she is wntrained in psionics, Baba 
Yaga has one very powerful psionic wild talent. She 
is protected at al times even when skoeping) by the 
mind blank devotion with a power scone of 16. 
aba Yaga has both normal vision and info 


" 
Shee she has an 80% chance of detecting ali 
nent. She also has a 90% chance of detecting, 
place of origin (hame world), and a 75% chance 

detecting invisible or hidden creatures by 1 
"All these powers havea range of 30 years 
ba Yaga hos complete conirol over the duration 
of daylight and darkness on any of the Prime 
‘Material Planes she visits, and can cause the sun 
to rise and set at will 

‘alba Yagars has the power to feed upon the 
spirits o those who die in her presence. To do 

is she must touch the corpse within 10 rounds 
inter death occurs. The victim must save Ws. 
‘death magic ata penalty of -6 ar hi spirit steely 

destroyed, the victim. 

ino dead, resurrected 
mated. Ealing a spirit takes one round. 
metores Baba Yaga o full hit points. 


‘Baba Yaga can be hit only by weapons. 

inside her hut, she cannot be harmed by 

= metal weapons. All met 

magical and normal) pass harmlessly through 
ber When she ventures outside her hut, she loses 
eto her high Wisdom score, Baba Yaga 
gains a = bonus to saving throws vs. spells that 
Stack the mind. Her Wisdom also gives her com- 
plete immunity to the following spell chass, charm 
ower char person, command, confusi, emotion 


E 


ir, felon, forget, fies mb, Ind monte 


ohi person, hoon, gi jar, ques, ray of exe 


Intelligence score, she is 
is of 7th level or les 

Duc t her fantastically high Const 
score, Baba Yaga cannot be killed by p 
‘Should she fila saving throw vs poison suffers 
only an entra 26 points o 

Vil 

igh Constitu 


death (or example, breath of de cont 
isese, cause lghtserausferitical ev 
peth, struction disintegrate, nergy 

theath, power ord ll vampiric touch, Because her 
formal saving throw vs. spells i, she can only. 


Even though Babs Yaga is from ano 
ni is evil, she cannot be banished by 
tape cil spell Nor is her hut ad 


Wizard Abilities 


ih level wizard. Sh 
e contact with anori 


fone of the areas that specifically allows contact 
With a particular plane, She den master at the art 
of summaning, and has a number of these spells 
în her repertoire (inishment, conjure elemental; 
dismissal: ensnarement, gate, roii steer mon- 
Ster summoning I-VII, Shadow monster 

dr) While she i inside the hut, she prefers to 
iad memorize spell that are veil against 


g has the 
following spells memorized and ready for use: 

Tet level: grease, light, protection from gar 
shocking grasp. sle. 

Daa levet detect not, gende. 
spectral and, Tor uncontrlae hideous laugh 
ier, ed lack. 

Sed tevel: dispel magi, haste, slo 


vampiric 


contagion, fumble, minor to 
lity, polymer, su 

‘th level Cone of col, fchlemind, Leonund's 
lamentable lden teleport (v) 

“tl eve disintegrate, gas, projet ma 
Fi level 
p sequstr salu 
‘th tevet nete clench fist, binding, clone 
sess charm, poster ond, Min 

"b evel aged poser nd, Kill pris- 
mate sphere, Lo stap, ih 

is such a powerful and 
‘well traveled wizard, tho DM should fel free 10 
ler her pellit or lo make up new spell. 
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repul 


re gravity, spell tum. 


Priest Abilities 


In addition to being a powerful wiz 
Yaga worships the gods of magic, and is a 
level priest. As a worshipper of magic, She has a 
nomber of grated powers: the ability to contral 
0 fravision, and the 
bli to shapechange up to three times a day, as 
b bevel druid. 

When the PCs enter the hut, Baba Yag 
the following priest spells memorized: 

Ist level animal friendship, command, detect 
magie, detect poison, endure coll/heit, eutangl 
cti to anima, protection from good, rone 
[^ 

and level ental id traps, het metal, old. 
person, obscurement, silence, 15° radins, speak ilh 
‘anal trip. 

ET 


el: cul lightning, cure disease, dispel 


— 
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magic, mel into stone, me 
| menor cre, speak with dand. 


tive plane protection, 


Ih level: abun, cune serious wounds, detect Bi, 
free action, io with spel ability, oer atr, p 


| dispel evil, aie dand, spike stones, tre sce. 
cl Made hrs. 


‘th evel: ain 


Thief Abilities 


bo Yaga has 
level 


Vel. She can open locks, find or remove 
traps, hide in shadows, detect noise, or wad lan- 


Thicving abilities OL 75%, F/RT 50 
23. HS, DN NI», RL 95 


Magical Items. 
Because Habs Y 


the 
twist the 
items, giv 

ded or diminished pow 


descrip 
them mow forms, exp 
ts, especial 


items are speci 


"aba Yag 
ff each of those items and can n 


Baba Yaga's Cauldron 


faba Ya 


carpet ot lying. It can carry a single person 
130 pounds and travel at a speed of 2 (MC Bj. 


it. But it also has additional magi 
lesan a few quirks. 
boa Vaga's cau of 
4; it can goin an ali- 
Mon a fot. traveling coss 3 
ly forces them aside 
Wing, a wide trail in i 
our around con- 


water such as a 
ocean. Any bady of water less than 10. 
s than one foot deep poses no. 


bove it Each journey of the cauldron has a 
ce of causing hund 
Storm (but one w just thun- 
even ina chear sky. 
The cauldron protects ils occupant against 
spells of upto Mh level in the same manner as the 
globe of ena spe 
Tebound from the could 
by a spell turning spell (i 
unlimited capacity totum spells). 
The cauldron i protected against int 
a fire trap spell Anyone climbing in without 
dispelling the Irap suffers 2544 points of fire 
damage 


vel spells 
protec 
on has an 


Baba Yaga's Broom 


Whenever she travels in her flying cauldron, 
Baba Yaga takes her broom of track erasing along 

The broom (traditionally called a 
has bristles 


DIAGRAM 1: 
AREAS OF THE HUT 


LEVEL 1 


LEVEL2 


DAS vs 


Advanced Dungeons prago 
The Dancine Hur 
OF BABA YAGA 


By Lisa Smedman 
BEWARE of BABA YAGA AND FIER INTAM?US HUT! 


aba Yaga is an ancient crane who is 
said to have power over day and 
night itself. Many seek out Baba 
Yaga for her wisdom, which she has 
gleaned from centuries of travel through 
numerous worlds. Others, bolder and 
more foolish, search out the hut to 
plunder its treasures, which Baba Yaga 
has gathered from every corner of the 
multiverse. None, thief or scholar, 
who enter the Dancing Hut of Baba. 
Yaga leave unscathed. 


my, HW WILL YOU FARE NOW 
a.’ THAT THE GREAT BABA 
YAGA IS IN YOUR 
NEIGHBORHOOD? 
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